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FACEMARER AGES 3-t BY SPfi^AXER 
FRACTION FEVER AGES 7-ADULT BY SPINNAKER 
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PLAQUEMAN BY Bd 

ROCK W RYTHAM AGES 8-ADUITBY SPINNAKER 
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SUCCESS with math FRAC - MULT M)IV ACKS 3-8 
SUCCES WITH MATH -DEC,MULT &DIV AGES 5-8 
SUCCES WIH MATH -DEC, ADD A SUB AGES 3-8 
TELLYTimil^ BYHAYDEN AGES 3 & UP 
XMICRO MULTIPUC ATION-DIV. BY HAYDEN AGES 4 & UP 



ALL GAME TITLES IN TfflS SECTION ARE ONLY $9.95 
ACTION AD\®irURES 3 IN 1 TTTIES 
ARCHON n ADEPT: BY EO A 

CHOPLIFTER BY BRODERBUND(CARTA) 

DARK CAMBERS BY ATARI(CART) 

DAVIDS Mn)NIGITr MAGIC PINBALL(CARTA) 
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.CRUSADE IN EUROPE $8.00 

DEQSION IN THE DESERT $6.00 

DIG-DUG $9.95 

DONKEY-KONG(CART) $8.00 

DROPZONE $9.95 

DUNGEONS OF DESPAIR. $9.95 

EPIDEMIC BY RAPIDFIRE. $13.00 

ESPIAL BY TIGERVISION. $9.95 

FIELD OF FIRE BY SSI $12.00 

FINAL CONFLICT $7.00 

FINAL LEGACY (CART) $8.00 

FORTRESS BY RAPIDFIRE $9.95 

GET RICH (INSURANCE PLANNING BY ARRAYS) $14.00 

GRIDIRON GLORY(FOOTBALL) $7.00 

GUNSLINGER. $7.00 

INFIDEL BY INFOCOM. $13.00 

JOUST « $9.95 

KARATEKA. $12.00 

LUNER LEEPER. $7.00 

MR COOL $9.95 

PENGO(CART) $9.95 

ROME AND THE BARBARLANS .« $8.00 

RUN FOR THE MONEY-GAME. $13.00 
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ACTION nGHTER 
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ALF 

ALIEN FIRES 

ALIEN SYNDROME 
ALTERNATE REALITY 
ANIMAL KINGDOM AGES 7-11 
ARCnCFOX 
ABENA 

ART GALLERY FORE PRINT MASIER+ 

AUSriE JOKER POKER 

AUTODUAL 

BETTER DEAD THAN ALIEN 
BISMARK 

BLACK LAMP 

BLOCKBUSTER(LIKE BREAKOUT) 
BORROWED TIME 

BOXILDER DASH CONSTRIKHION KIT 
BREAKERS 

BUBBLE GHOST 

CALIFORNIA GAMES 
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CLUB BACKGAMMON 

DECIMAL DUNGEON AGES 5 & UP 

FROSTBYTE 

HACKER 

IMPOSSIBLE MISSION 

3INXTER 

KARATEKA 

KING'S QUEST H 

KINGS QUEST III 

MATH WIZARD AGES 5-10 

METRO-CROSS 

OGRE 

POLICE QUEST 

Q-BALL 

ROGUE 

SKYFOX 

ST WARS 

STAR GLIDER 

STAR WARS 

STRIP POKER 

SUPERHUEY 

TANK ATTACK 

lETRA QUEST 

TASS IIMES IN TONETOWN 

TETRA QUEST 

THEJ3AMEJSBYJEPYX- 

THE KARATE KID PART n 

THE SENTRY 

TIME &. MAGIC 

TOTAL ECLIPSE 

TRANSYLVANIA(TEXr ADV W/GRAPfflCS) 
URIDIUM 

VEGAS CRAPS 
VLPER PATROL 
VIRUS 

WINTER GAMES 
WISHBRINGEER BY INFOCOM 

WIZARD'S CROWN 
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ZERO GRAVITY 
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For a completel6 or 8 bit iisting(specify), send $1.00 

(Refundable with first order) to 

Angeio v., 27 Stiles st, Elizabeth NJ 07208 

908-558-9518 

* Free shipping on orders over $1 OO.CX3 

* Please call for availability of software 

* Shipping Charges Only No Handling. 

1 -2 titles - $2.90 

3- 4 titles - $3. SO 

4- 6 titles - $4.90 
6-8 titles - $6.SO 
8 & over 

please call (depends on weight) 

* Please supply us with 4 alternative titles , 

in case we are sold out 

* First corne first serve basis, all softwarenew 

in original factory sealed boxM. 

* No reftjnds, sold as is. 

DISCOUNT AVAILABLE ON QUANfTITY PURCHASES! 

ALL SOFTWARE IS NEW EN 
PLASTIC, NEVER tJSEI>. 
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Atari 8-bit Items Still Available 



BBS Express! ProfessionaL............ $ 39.95 

Multiline Vei»ion ......... ..^..._. .....„ $ 89.95 

Multiline Version & Mux Hardware 4 $ 235.00 

Networking Modules ..^ $ 10.00 

Pro.Term Terminal Module&....M.^ ..,.$ 20.00 

HardBack & Restore.. .1. $ 20.00 

Mttx_Time Software (Requires 1 B-Time8)........., $ 39.95 

TurBoss! High Speed 0/S. u $ 49.95 

BBS Express! Professional Update Disks V4.0b.. ...$ 25.00 

KPI Hard Disk Drive Interface .....................^ ....$ 100.00 

Sparta Dos 3.2d with Manual $ 19.95 

R-Time 8 Cartridge. .$ 49.95 

PRC: Connection $ 39.95 

Atari 8-Bit Repair Reasonable rates MIO's Induded. 

K-Producte 
P.O.B0X 22122 A.M.P. 
SaU Lake City, Ut. 84122 
801-967-7400 Voice^ax 



Atari Classics Coupon 



$10.00 

Coi^KMi vahie no reeidiwl value l/tOOlhof 1 cmt $10.00 

Take Ten Dollars off any order of 2 Software 
items ordered at the same time. 



$10.00 



K-Products Special Offer 



$10.00 
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Dear AC, 

Where are all the 1200XL arti- 
cles? Get with the program!! 
R.W. Alameda, CA 

Well, our readers have spo- 
ken...,. I guess more 1200XL 

stuff is required. 

+++++++ 

Dear AC, 

Where the heU is AC??? 

B.P. Fraser, PA 

Right there in yer hands! 

+++++++ 

Dear AC, 

For Bob's Auxiliary Proces- 
sor Please (beg... beg), don't 

do anything to it so us PAL 
8-bit owners don't get a look in, 
A. A., Bristol, England 

Fortunately, a big - frme Euro- 
pean user, Nir Dary, has do- 
nated a PAL 800XL to the Cause. 
This uAll provide us with a test 
vehicle to insure compatibility. 
Now, there is NO excuse. 
Thanks, Nir! 

+++++++ 

Dear AC, 

You have not received an Atari 
Classics since Vol.3/ No.3 
because: 



A. It probably got lost in the 

mail 

B* We ran into publishing dif- 
ficulties and Witt nail about 



C. We took the money and left 
the Country. 

N.D. Chugiak, AS 

Jim, of course, checked 'C and 

mailed this readers inquiry 
postcard... 

+++++++ 




Dear AC, 

As my first hardware hack, I 
tried installing Charles Cole's 
Super Video detailed in volume 
2, number 4 issue of AC. After 
following all the directions ex- 
plicitly, I cannot determine any 
difference or improvement in 
picture quality.... 

M.B. Lexington, SC 

Have not tried a 130XB Super 

Video, myself Anybody? The 
130XE video output is already 
very good - / would expect that 
only some monitors would bene- 
fit from the upgrade. A TV, not at 
all. 



Wanted: 

COMPUTEREYES and PARTY- 
WARE software. Contact Jim 
Wiker 240 Morgan Dr. Leola, 
PA 17540 GEnie: J.WIKER 

+++++++ 



Dear AC, 

Things I'd like to see: 
*Anything on hardware hacks... 
*Could anyone get Bill Wilkin- 
son to write a few articles? 
*Hard-core computer stiiff: ac- 
tual code /tutorials on data 
compression, cryptography, 
sorting, interpreters, compilers, 
etc. 

*A for-real 'C column would be 
great. 

*No, or very little, computer 

pabulum! I've got to believe that 
the majority of your readers are 
going to be 'hard— core* users 
that are intermediate to 
advanced. 

L.W. Mooresville, IN 46158 

Strange that you should ask 
about Bill W. Mike Hohman has 
been talking to him on Internet! I 
would also love to see him in 
print here. All we need is the 
magic word. Til ask.. As for the 
makeup of our readers, if we 
limit the scope of our offerings 
and leave out the new users or 
game players or any segment of 
the possible market, we not only 
lose the benefit of their input, but 
their support as well. Your esti- 
mate of our readership will then 
become a self-fulfilling prophecy. 
We have been consumed by pro- 
duction and distribution tasks so 
far. As soon as time permits, bal- 
ancing the content can take 
priority. 
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Editor's Page 




Still in 




A 





WeU. I don't need much in- 
tuition to assume that all you 
readers are wondering what has 
happened to AC lately. Actually, 
it must be a sign of your past 
experiences that so few of you 
have cranked up the old AW 
cart and rattled our cage. We 
must be a hard - core ^oup to 
be so patient. Anyway, our 
leader, Jira Hood, has had ma- 
jor surgery on his neck to re- 
move a malignant tumor. The 
results of the operation were 
positive, to the extent that such 
things can be, and we are all 
optimistic of the long term prog- 
nosis - maybe a littie too opti- 
mistic of the short term, 
however. Although he has made 
steady improvements, Jim is 
starting 6 weeks of daily radia- 
tion treatments today, which 
will negate some of his progress 
since the surgery. 

Like a deer in the headlights, 
the 'C word has frozen both 
staff and family. Your first reac- 
tion is to deny the severity of 



the situation and set expecta- 
tions that modern medical care 
will swiftly and decisively exor- 
cise the evil demon. Jim will be 
back, good as new, in no time. 
The reality is that Jim is better 
and on his way towards nor- 
malization, but it is a long, diffi- 
cult journey. His speech has 
been aifei^ed by the tissue 
trauma in his throat as has his 
ability to swallow. So, for the 
time being, it's liquids thru a 
tube and a raspy voice. It's still 
old Jim behind the voice - noth- 
ing wrong in the cranium, just 
another adjustment as we get 
older. 

So, after much hesitation, we 
shall continue as best we can. 
Jim is still as active as possible, 
but much of his artistry will be 
lacking in the next few issues. 
The editing will be substandard. 
The layout will be less appeal- 
ing. But, the content will be es- 
sentially the same since we 
continue to receive submissions 
from 8-bit users everywhere. 
Jim did do our cover this month 



as well as the masthead page 

layout. It shows, doesn't it? I 
suppose if I weren't such a big 
fan of Jim, AC would have been 
less difficult to restart. AC shall 
continue. By the way, Jim just 
loves opening mail from Atari 
folks. He really appreciates the 
letters he has received - thanks! 

The plan is to publish Num- 
ber 1 in March, Number 2 in 
April and Number 3 in May. 
This vAW put us back on track, 
date - wise. There will be no 
Volume 3, Number 6 (November 
/December 1994) issue. We 
don't want the issue quality de- 
graded tod drastically, so don't 
get nervous if we miss these 
dates by a small margin. Our 
crystal ball is still being pro- 
grammed Good thing it's 

under warranty. 



Bob Woolley 
Editorial Director 
Atari 
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A A-T-A-R-l A 

Answers, Tips And Relevant Information 



Add Sound to YOUM MOMITOM (& other Neat stuff) Paul Alhart 



When I found a good deal 
on a composite video monitor at 

a garage sale, I jumped at it. 
Only after I got home did I real- 
ize it contained no audio cir- 
cuitry. What to do? I could have 
run the audio to my home ste- 
reo amplifier, but that was in 
another room and normally be- 
ing used by my wife for such 
mundane tasks as playing mu- 
sic. After considering all my op- 
tions, I decided to add the 
audio circuitry to the monitor 
myself. This turned out to be 
quite easy and inexpensive. 

No, I didn't end up with a 
100 watt Hi-Fi, Dolby quality 
stereo sound system. What I did 
get was audio comparable to 
that of most small TVs and, as a 
bonus, the monitor can now be 
used with a VCR {actually, mine 
sounded very nice uAth a good 
speaker - the specs on the 
LM386 are quite good! - ed.). 

Details 

the followii^ article eiqplaina 
how to add audio to your moni- 
tor. You will need the following 
parts: (They are all available at 
Radio Shack for about $10.00. 
If you can scrounge a speaker 
from a dead radio, you should 
be able to get by for under 
$5.00.) 

- LM386 audio amplifier IC 

- lOK ohm potentiometer 

- 220uf @ 35V capacitor 

- 8 Ohm speaker 

- chassis mount RCA jack 

- 2ea. 12" lengths of shielded 
audio cable 



NOTE: The audio circuitry re- 
quires DC power that is between 
+4 and +16 volts and assumes 
that you will be able to obtain 
this power from your monitor. 

Of course, you will need a 
soldering ironj some solder and 
some hook-up wire. T etched a 
PC Board to mount my IC, but 
you could glue the IC to the 
back of the speaker and solder 
the components directly to the 
IC or an IC socket, if you prefer. 

Directions 

So, let's get started. Refer to 
the schematic in figure 1 . as we 
proceed. 



Step 1: Remove the case from 
yoUr monitdr and find a suit- 
able location for the speaker. It 

doesn't have to face forward and 
should be away from the high 
voltage circuitry of the monitor. 
(if you don't recognize the high 
voltage section, replace the cover 
and forget the whole thing! ed.) 

Step 2: If necessary, driU holes 
for the sound to come out, then 
mount the shaker. 

Step 3: Using a multitmeter or 
a schematic of your monitor, lo- 
cate a source of DC power be- 
tween +4V and +16V as 
referenced to chassis ground. 



Add Audio to Your Monitor 

by Paul Alhart 



+4-16V 

n/c n/c 



to Atari 
audio 
output 



8 7 6 5 

□ LM386 
12 3 4 




lOK pot 



220uf 



Figure 1 



8 ohm 
speaker 
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step 4: Using hook-up wire, 
connect this DC power source 
to pin 6 of the IC. 



IBM COMPATIBIWTY? 



the PC's hard drive, you can 
boot WordPerfect or whatever 
sc^^ware you wsmt &nd go to it. 
When done, use "UTIL.EXE" to 
copy the files back on your 
Atmi disk. Although Atari pro- 
grams won't run on you PC or 
visa versa, you can download 
PC programs from any BBS with 
your Atari and th^ will run on 
your PC after being copied to 
the hard drive. 

You need 

Your Atari needs to have a 
true double density drive to use 
this program. A stock 1050 dual 
density drive won't do. If tiisiilg 
a modified 1050, do not use the 
Ultra Speed sector skew on 
your transfer disk. 

Problems 

There can be probleins due 
to head alignment. IVe found 

that if I first format the Atari 
disks on the PC drive, I have 
fewer problems here. 

Sources 

One source for this program 
is CompuServe. It is in the IBM 

file section and is named 
ATARIO.ZIP. The ZIPed file con- 
tains the program, a .DOC file, 
and the source code. Also, I will 
try to get this program put qn a 
fiiture AC Disk // think it is on 
this disk -ed.) 

Get a copy and LOSE the 
Atari/ PC BLUES! 



Atari Classics 



step 5: Connect one end of 
each of the shielded audio ca- 
bles to the lOK pot. The two 
shields should both connect to 
one of the pot's end tenninals. 
One center conductor should 
connect to the wiper or center 
terminal and the other center 
conductor to the remaining 
terminal. 

Step 6: Mount the pot in a 
handy location on the monitor. 
This will be your volvune 
control. 

Step 7: Mount the RCA jack on 
your monitor and connect the 
shielded audio cable that goes 
to the pot's upper pin to it. The 
center conductor connects to 
the center pin of the jack. The 
shield connects to the jack's 
ground solder tab. This jack is 
where your Atari's audio output 
will be plugged in. 

Step 8: Connect the 220uf ca- 
pacitor between pin 5 of the IC 
and one of the speaker termi- 
nals. Be sure the + side of the 
capacitor is connected to pin 5. 

Step 9: Connect the other 
speaker terminal, the remaining 

audio cable shield, as well as IC 
pins 3 & 4 to Chassis Ground. 

Step 10: Connect the remain- 
ing audio cable center conduc- 
tor to jnn 2 of the IC. 

Step 1 1 : Put your monitor back 
together and you're ready to 
test. 

NOTE: If your volume conp'ol 
seems to work hackwards, . re- 
verse the wires going U^ 'Ote p^t's 
two end terminals. 



How many users do you 
know that have given Uf^ tim 

Atari for IBM compatibles be- 
cause they just couldn't easily 
move files between their Atari 
at home and the PC they were 
forced to use at work? I have 
felt the PC tug many times my- 
self - wouldn't it be nice to be 
able to work on iny A-T-A^R-I 
columns during lunch (my 
hours) and then bring the disk 
home to finish editing as an 
Atari file? 

, The old way 

I used to send my files to a 
local BBS where the SysOp 
would then put them on an 
MSDOS disk for me to take to 
work. To get them back to my 
Atari, I would have to give the 
SysOp an MSDOS disk that he 
would then make available for 
me to download from his BBS. 
Sure it worked, but it could 
sometimes take a week or more 
to get my files fi-om one ma- 
chine to the other. 

But now... 

Thanks to the programming 
genius of Charles Marslett, I 
just carry my Atari disks to 
work with me and pop them 
into the PC's floppy drive. 

It's trae! 

With Charles' great utility, 

"UTIL.EXE", the PC's floppy 

drive is confi^s^^^ act as an 
AtaM double density drive. Your 

PC can then format Atari disks 
as well as read & write files to 
them. Files are copied between 
your Atari disk and the PC's 
hard drive. You have the choice 
of a "straight copy" or automati- 
cally translating to or fi-om 
ATASCII. Once the files are on 
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by Ed HaU 



It all begaa when a couple of 
shifty-looking characters just 

strolled into my store. I figured 
them for shoplifters right away. 
One guy wore a trenchcoat with 
a fedom pulled low over his 
forehead so you couldn't see his 
face. The other guy was a short 
little dude in a goose^down 
jacket that had j^en better 
days. They got as far as the 
automotive section before I in- 
tercepted them. 

"May I help you? " I asked 
politely. 

The fellow in the trenchcoat 
lifted his head so that his eyes 
were no longer hidden by the 
brim of his hat. He said, "We 
heard you sell computers." 

I felt my eyebrows shoot up. 
I could imagine these two filling 
their pockets at the nail bin, or 
sliding lengths of rope down the 
legs of their trousers. But com- 
puters? No way! 

"Over there," I said cau- 
tiously. "Between the plumbing 
supplies and the bib overalls." 

The little guy led the way. 
He had skinny legs that ended 
in greasy skidoo boots. He 
clomped down the aisle toward 
the computers, leaving smudge 
marks on the floor behind him. 

I hurried after them. "Did 
you have anything specific in 
mind?" 



The guy in the hat mumbled 
something. I caught the words 
"case" and "important". 

"I agree v^th you one- 
hundred-p^cent," I said ea- 
gerly. "Some people are so con- 
cerned about a computer's 
irin^^is that they completely 
overlook the eas^. Big mistake. 
That's why I offer custom 
paint-jobs." 



This is a great BINGO 
game, but it is just 
too long to print it in 
AC and it requires 
things like COVOX 
files to run. Any non- 
disk subscribers can 
write to us for a free 
copy of TV BINGO. 

Please include a blank disk 
and a stamped, addressed 
return envelope. 



They stopped in front of a 

standai'd XE with flames spray- 
painted along the sides. The 
little guy tapped the keyboard a 
few times, then nodded at the 
guy in the hat and said, 'This'll 
do.' 

"A wise choice," I enthused, 
"and economical too. The price 
is only—" 

The guy with the hat said, 
"Whatever it is, we can't afford 
it. What we had in mind was. 



maybe we could just borrow it 
for awhile." 

My mouth fell open. "Borrow 
it?" 

"Let me introduce myself. 
I'm Dan Diamond, and this is 
my associate, Freddie Tape- 
deck. Perhaps you've heard of 

us?" 

I shook my head. 



"We're private investigators 
and we're working on a case. A 
big one. We're gonna blow the 
lid off one of the nastiest scams 
around. Trouble is, Freddie 
here needs a computer. You 
lend us one and we'll cut you in 
on this caper." 

I frowned. Business hadn't 

exactly been booming lately, 
what with the recession and all. 
So I said, "What's that work out 
to in dollars and cents?" 

Dan stroked his chin. "Let's 
take it one step at a time. First 

of all, we make you a partner, 
okay? You'll be our... um..." 

"Business manager," said 
Freddie. 



I nodded warily. **Okay . 



•t 



'Then we rent the computer 
from you. How much would 
that set us back?" 

"Fifty bucks a day." 
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COLECOVISION 




"You sure?" Dan asked with 
a wink. "I'd have guessed at 
least seventy-five." 

"Er, right, that's what I 
meant to say. Seventy-five." 

"All right. So every day we 
have the computer, you, as our 
business manager, collect the 
$75 you're owed for the rental. 

How's that sound?" 

I closed one eye and tried to 
imagine how that would look on 

my accounting ledger. Then I 
gave up and said, "What's the 
case involve? Blackmail? Es- 
pionage? Drug-running?" 

Dan solemnly shook his 
head back and forth, then 

looked around furtively before 
leaning closer and whispering, 
"Much bigger than that. We're 
talking bingo." 

At first my reaction was the 
same^s yours: disbelief. Then 
they took me to smoke-filled 
bingo parlors which were indis- 
tinguishable from opium dens. 
I met people who made their liv- 
ing playing bingo, and others 
whose fives had been ruined by 
it. Soon it became clear that an 
entire sub-culture had sprung 
up around the game, and no- 
where was this ' more evident 
than in the popularity of the 
bingo-caUers. The talent. Few 
could appear in public without 
being mobbed by autograph 
seekers, and all had the same 
glossy hair, white shoes, and 
thousand-watt smiles. Invaria- 
bly, yards of golden chain were 
looped around their necks, and 
often the arms of beautiful 
women. 

BINGO WAS HIS NAME 

But it was not until Freddie 
gave me a brief history lesson 



that I came to understand how 
this insidious game had in- 
fected our society. 

It had been created in India 
by a disgruntled vizier who, un- 
able to tolerate his losses at 
chess, decided to modify the 
noble game to his own advan- 
tage. He began by reducing the 
size of a chessboard from 64 to 
25 squares, and eliminating all 
pieces except pawns. When 
these changes failed to bring 
about the desired result, the vi- 
zier decided his only recourse 
was to completely remove the 
element of skill and replace it 
with luck. He did this by intro- 
ducing a 7 5- sided die. 

Centuries later the game 

turned up in the Holy Land at 
the time of the Crusades, and 
was carried back to Europe by a 
band of wily Jesuits, thus be- 
ginning the game's long asso- 
ciation with the Church of 
Rome. Legend has it the game's 
name dates from this period. It 
seems a certain Pope was so 
smitten by the game that he ig- 
nored his favorite lapdog. So 
wounded was the beast that it 
exacted revenge by leaping 
upon the board and scattering 
the markers, then running off 
with the pontiff in hot pursuit, 
crying the mutt's name: "Bingo! 
Bingo!" 

Early in this century, the 
Mafioso introduced the game to 
America, where it became 
known as the "numbers racket ". 
Later, a sanitized version ap- 
peared in Las Vegas under the 
name keno. In the 1960s go-go 
dancers in cages made a brief 
appearance in bingo halls, as 
well as a new wrinkle in game- 
play. Players were allowed to 
use the same card for more 
than one game, a variation 



which did not really catch on 
tiU the environmental move- 
ment became prominent. This 
form is known as go-go bingo or 
eco-bingo. 

With the proliferation of 

state-run lotteries and comput- 
erized gambling machines, the 
next development was inevita- 
ble: tele-bingo. Who needs 
cards and markers and dabbers 
in the electronic age? Cable 
companies now invite us to 
hook up our computers to a TV 
set and use a joystick to play 
the game directly on the screen. 
Bingos are verified electroni- 
cally by the cable company, 
where the entire operation is 
run by a computer program. 

But here, of course, is where 
the scam comes in. Dan and 
Freddy suspected the software 

was crooked. 

"We've got the program," Dan 
said, showing me a disk. "All 
we need is a computer so we 
can examine the code and con- 
firm our suspicions." 

I frowned. "You don't strike 
me as a computer type." 

Dan laughed. "You're right. 
I don't know a thing about com- 
puters. Freddie's the expert." 

Freddie grinned at me. I no- 
ticed he was missing several 
teeth. 

PROGRAM NOTES 

When Freddy began to work, 
I realized I had under-estimated 
him. Not only was he deter- 
mined to reverse- engineer the 
code, but he also wanted to 
track down the program's ori- 
gins. It was real detective work, 
and not made any easier by the 
program's design. He muttered 
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to himself continually as he 
worked, and at first I thought it 
was due to hunger, because he 
kept repeating the word "spa- 
ghetti". When I finally brought 
him a plate of the stuff, he 
nearly threw it at me. Seems 
he was referring to the uncon- 
scionably large number of GO- 
TOs and GOSUBs in the 
program. Soon he began refer- 
ring to the program's creator as 
"Spaghetti Head". 

It didn't take long for him to 
discover that the whole thing 
was built around a very short 
bingo program from the Janu- 
ary 1986 issue of ANTIC. But 
when he came to the P/M rou- 
tine, he faltered. 

'Tom," he muttered, his 
smudged fingers fluttering over 
the keyboard. 'This is Tom's 

work, I'm sure of it." 

But Tom who? The obvious 
answer was Tom Hudson and 
the P/M routine he had pub- 
lished in issue 10 of Analog. 
But after much hair-pulling 
Freddie discovered this was not 
the case. For some reason Tom 
Hudson's routine corrupted val- 
ues which were stored in the 
array CARDQ. 

Suddenly Freddie exclaimed, 

"Got it! Tom Halfhill!" 

The hobbit?" I asked. 

"No, no, the editor of COM- 
PUTE! magazine." 

Freddie was right. Whoever 
the programmer was, he (or 
she) had used Tom Halfhill's 
"Atari P/M Graphics Toolkit" 
which appeared in the same 
great issue of COMPUTE! 
(March 1986) as "Atari Speed- 
calc." The routine is dead 



simple to use, and automati- 
cally looks after all that crazy 
mystical stuff, like clearing 

memory and lowering ramtop. 

The biggest clue to the pro- 
grammer's identity was in the 

snippet of digitized speech used 
by the program. It was facili- 
tated by a device called Covox 
Voicemaster Junior. However, 
Freddie discovered that the ac- 
tual code had been modified by 
Matt Ratcliff, as described in 
the May 1989 issue of ANTIC. 

The part of the program that 
Freddie was most interested in 

was the random number gen- 
erator. Its basic form is: 

190 N=INT(RND(0)*75)+1 
192 IF N=G(N) THEN 190 
194 G(N)=N 

You can try it out by erasing 
lines 176 and 182-188 from the 
program, and replacing line 190 
v^th the one shown above. The 
only problem with this simple 
approach is that, when there 
are only a few numbers remain- 
ing to be called, the program 
takes a while to find them, 
sometimes a couple of seconds 
or more. The reason this is a 
problem is that the joysticks 
can't be used while the program 
is selecting a number. 

The programmer tried to get 
around this problem by keeping 

track of the numbers called in 
each of the five columns. When 
all 15 numbers in any column 
have been called, the program 
will no longer search for num- 
bers in those columns (line 
184). However, for some rea- 
son, the numbers seem to be 
generated in clusters. It was 
this characteristic which first 
alerted Dan and Freddy to the 



possibility that the code was 
crooked. 

Freddie, being the hacker he 
is, quickly put together a rou- 
tine which neatly solves both 
problems. BINGO.LST randomly 
generates all 75 numbers BE- 
FORE the game begins and 
stores them in the array G2(). 
Then, during the game, the pro- 
gram simply calls up the next 
number from G2(). The waiting 
time is virtually nil. The sole 
problem with Freddie's solution 
is that it adds significantly to 
the initialization period. 

Players using this routine 
will still notice a slight inter- 
ruption if they're using thefr 
joystick when a number is gen- 
erated. However, most of this 
delay is due to the sound which 
accompanies the appearance of 
a new number. To further re- 
duce the delay, delete GOSUB 
108 from line 212. 

Of course, Freddie's routine 
opens a thorny issue. Is such a 
routine ethical? What if it fell 
into the wrong hands? Unscru- 
pulous people could easily sub- 
vert it to their own advantage. 

Dan and Freddie never did 
tell me how the case turned 
out. Last time I saw them, Dan 
was wearing a new trenchcoat 
and Freddie was driving the 
sportiest snowmobile you ever 
saw. At least they didn't stiff 
me; I made sure I paid myself 
for the computer rental. 

I'm kinda glad I'm not mixed 
up with them any more. Dan 
and Freddie are a couple of bad 

apples, that's for sure. 

- the end - 
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Atari 8-Blt Hantware and Software 

We have been collecting eight bit hardware and 
software for years, and have a good varietv^ of new 
and used items. What you see on this page is a 
listing of everything we currently have in stock This 
may change over time. If you see something ^ 
list'tliat you want, give u$4t 00. Wwffl ^Serhm 
it (H* can point you to a siribfiiiiie. 

Want to Sell Your Systmi? 

We obtain used items by buying complete SN'stems 
from end users, often in trade for ST products. 
While we are often saturated and must limit our 
buying, we would appreciate you giving us a call if 
vou are uimble to find a new home for your 8-bit. 




CARTRIDGES: PRODUCTIVITY 

Assembler Editor 9 

Atari Lab Light Module 19 

Atari Lab Temp. Module 19 

Atan Light Pen 19 

Atari L^ 7 

AtariWfiier 19 

Basic 10 

Basic XE 29 

MicroFiler 10 

Music Composer 10' 
Pilot ProgramRwng Lanuage 7 

Sky Writer 7 

S^.art Terminal 1 

States & Capitals 5 

Telelink 1 

Video Easel 7 



CARTRIDGES: GAMES 

Adventure Cfeator 

Archon 

Asteroids 

Bail Blazer 

Baseball 

Basket Ball 

Battle Zone 

Blue Max 

Buck Rogers 

Caverns of Mars 

Centipede 

Computer War 

Congo Bongo 

Crossbow 

Dark Chambers 

David's MidrHght Magic 

Decaihalon 

Defender 

Deluxe Invaders 

Demon Attack 

Desert Falcon 

Donkey Kong 

Donkey Kong Jr. 

Eastern Front 

E.T 

European Scene 

Final Legacy 

Food Fight 

Football 

Frogger 

Galaxian 

Gato 

Grid Runner 

Hardball 

Humpty Dumpty & Jack S 
Hickory Dickory Dock 
Journey to the Planets 
Joust 

Jumbo Jet Pilot 

Jungle Hunt 

Kickback 

K-razy Antics 

K-razy Kntters 

Lode Runner 

Logic Levels 

Majjor League Hockey 

Millipede 

Miner 2049 . 

Missie Command 

Moon Patrol 

Monster Mare 

Ms Pac Man 

Necromancer 

One-On-One 

Pac-Man 

Pen^ 

Pit-Slop 

Placer Mania 

Pole Position 

Pool 400 

Popeye 

Protector II 

Qix 

Rescue on fractahjs 
RehimoitheJedi 
ffiver Rescue^ 
Robotron20W 
Silicon Warrior 
Snooker & Biflards 
Space Shuttle 
Star Raiders 
Star Raiders 11 
Star Trek 



M 



7 
7 
7 
7 
7 
7 

/ 

7 
7 
7 
7 
7 
7 
7 
7 
7 
7 
7 
7 
7 
7 
7 
7 
7 
7 
7 
7 
7 
7 
7 



7 

7 

15 

7 

7 

7 

7 

7 

7 

7 

7 

7 

•7 

7 ■ 

7 

7 

7 

7 

7 

7 

7 

7 

7 

7 

7 

7 

7 

7 



Star Wars 7 

Submarine Comm. 7 

Siiper Breakout 7 

Super Charger 7 

Tennis 7 

3-D Tic-Tac-Toe 7 

Wizard of Wor 7 

DISKS: PRODUCTIVITY 

Atari CX85 5 

Atari Trar^or 5 

AtahVyorld 1 

AtariWriterSO 19 

AlariWriter Printer- Driver 5 

Awardware 19, 

Backjp Master 5 

Bankstreet Writer • 5 

E Graph 7 

Bond Analysis 1 

Book Keepers:Data Base 5 

Book Keepers: Data Entn/ 5 

Book Keepers:Reporting 5 

Book Keepers;Simple DB 5 

Business Package 1 

Cardware 7 

Chop Suey 1 

Compuserve Vidtex 5 

Crystalware 5 

Data Manager 5 

Data Perfect 5 

Diskey 7 

Disk File Manager 5 

Disk Wizard ' 7 

D0S2 5w/D0CS 10 

DOSXE 5 

DOSXL 5 

Electronic Checkbook 5 

Family Finances I 6 

Family Finances ll 6 

File Manager 800 5 

File Manager + 9 

Financial St^ateigies 5 

Forms Generator 5 

Forth Language 5 

Fren(?>Vocabuiajy 7 

Geometric Des»gns 5 

Grammar 7 

Graphic Generator 5 

Graphics Library 7 

GT Date Manage^ 7 
GT Estate Wordprocesser 7 

GT Spread Sheet 7 

Algebra 5 

Piracfice Test 5 

Reading 5 

Vocabulary 5 

Word Problems 5 

Heartware 5 

Home Accountant 5 

Home Filing Manager 5 

HomePak 5 

Home Word 5 
Instant Programers Guide 5 

Inter Lisp 5 

Japan Scenery Disk 5 

Jingle Disk 5 

Krell s SAT Prep. 7 

Kyan Pascal Software 5 

Letter Wizard 5 

Lightspeed C 10 

Macro Assembler 19 

Magnipnnt 5 

Master Type 10 

Mega Filer 5 

Mega Font 5 

Mega Font ii 5 

Micnnoll Basic 11 7 

MicroPanter 5 

Mind tuner 5 

Mode Mixer 1 &2 5 

Money Manager 5 

Movie Maker 5 

Music Construction Set 7 

Music Painter 5 

Music Studio 9 

Music^Her S 

My First Alphabe' 7 

Newsroom. The 15 

OS/A- 5 

Paint 5- 

Paint Master 5 

Page Designer 5 



XL&XE 



PapeClip 19 

Practice Tests Diagnosis 5 

Print Kit 19 

Printn'Oraw 5 

Print Power 5 

Pnnt Shop Companion 19 

Printer Dnver 5 

Piotessor 1,0. 5 

Report Writei 5 

Rubber Stamp 7 

S A M 15 

Screen Printer 5 

Smart Terminal 5. 

SpartaDos 15 

Speedread 5 . 

Speil Wizard 5 

Slock Analysis 5 

Stock Charting • 5 

Success Wi»t- Math 5 

Super Database 5 

Super 3D Plotter il 5 

Syncalc 15 

Synchron 15 

Synf:le+ 19 

Syntrend l5 

SX Express 15 

Tax Advantage 5 

Technicolor Dream 5 

Tele Communications 5 

Text WiardVer. 1.3 5 

Timewise 7 

Typesetter 10 

U S Geography 9 

U.S. History 9 

Visicalc 15 

Vocabulary 9 

WordFlyer 5 

Word Race 5 

XE Term 9 

Your Personal Net Worth 7 

HARDWARE 

Atari 800XL (64K) 59 

Atan 800 f48K) 39 

Atan 1200XL(64K) 49 

Atari 65XE (64K) 49 

Atari 130XE(128K) 99 

Atari XEGM SYS (64K) 59 
Atari XF551 Disk Drive (360K) 149 

Atan 1050(1 27K) 99 

Atan 810 (90K) 59 

Percom SS SD i90K) 79 

PercomSS.DD(180K) 99 

Indus GTSS/DD(180K) 129 

Atari 410 Cass Drv 5 

Ateri 1020 Plotter 19 

Atari XM3C1 Modem 19 

Atari 1027 Printer 39 

Atari 850 Interlace 49 

ICDP:R. Connection 49 

Color Composite Mon. 79 

XbXL Power Sua)ly 27 
1»(V800 Power Supply ■ 15 

1027 Power Supply 27 

ATR8000 79 

ICD MIO 256K ■ 99 

Koaia Pad (W.'SW) 24 

Atari Touch ^abtet 24 

Atari Light Pen 24 

MPP 1000E Modem 5 

Atan 1025 Dot Matrix 49 

BOOKS 

Atan Assembler, The 7 
Atan Basic - Teaching Guide 7 

Atan Basic XL Edition 7 

Atan Games & Recreation 7 
Atan Logo Reference Manual 7 

Atari Pilot For Beginners 7 

. Atan Prog, w ' 55 Programs 7 

Atari Sound & Graphics 7 • 

Atari Sourcebook. The 7 

Atan XE User Handbook 7 

Basic XL For Ataf 7 

Best Atari Software, The 2 
Compute' s 1 st Book of Alan 7 
Computel's 1st Book Games 7 

Computei's 1st Book Grfa 7 
Computel's 2nd Book of Atari 7 
Compute' s 3rd Book of Atari 7 
.Compute' s Atan Vol I 7- 
Comouter Tutor 7 



Designs From Your Mmd 7 
Free Software For Your Atari , 2 

Games For The Atari 2 

inside Atan Basic 7 

Inside Atari Dos ' 7 

Mapping The Atari 15 

Player Missie Grfx in Basic 7 

Your Atan Computer 7 



DISK GAMES 

Ace of Aces 
Action Biker 
Adventure Series 



7 
7 
7 



AC 

Agent USA 

Age of Adver;ture 

Alternate Reality 

Anli-Sub-Patroi 

Archon 

Archon 11 

AiKMUlt Force 

Assault oh the Astral Rift 

Astro Chase 

Aztec 

Aztec Adventure 
B-'' Nuclear Bomber 
Ba)a Buggies 
Ball Blazer ' 
Ballyhoo 

Bamehawks 1942 
Battle of Antietam 

Beach-Head 

Beach-Head II 

Beyond Castle Wolfenstein 

Blade of BlackPooie 

Blue Max 

Boulder Dash 

Bruce Lee 

Carrier Force 

Castle Wolfenstein 

Caverns of Mars 

Chessmaster 2000 

Chicken 

Choplifter 

Computer Baseball 

Cotoniai Conquest 

Conflk:t in Vietnam 

Congo 

Crossfire 

Crusade in Europe 
Cutthroats 
Cyborg 
Dimension X 
Dungeons of Despair 
EkMon. The 
ElektraGMe 
Encounter 
Eye of Horus 
F-15 Stnke Eagle 
Fast Hack em II 
Fight Night 
Firebird 

Flight Simulatoi II 
Forbidden Fore^ 

Fori Apocalypse 

Fortress 

Frogger 

Galactic Avenger 
Galactic Chase. 
Gambler 

GMewaylpApahai - 

Gauntlet 

Gemstone Warrior 

Gettysburg 
Ghostbusters 



12 



10 



12 



12 



15 



12 



GlJoe 5 
Great Amer. X-Ctry Rd Race 5 

Gunsiinger 7 

Guns of Fori Defiance 5 

Hacker 5 

Hailey Project 5 

Hard Ball 7 ' 

Hard Hat Mack 5 

Hellcat Ace 5 

Helltire Warrior 5 

Hitchhiker s Guide 12 

The Hulk • 5 

Imperium Galactum 5 

Infantry Squad' 5 

Infidel 7 

Infiltrator 5 

Jewels of Darkness '5 

Jumpman 9 

Jumpmanjr 9 

Kamptgruppe 5 

Karateka 7 

Kennedy Approach 7 

Kikstart 5 

KoroniS Rift 7 

L A. Swat'Panther 5 

Leader Board 7 
Leather Goddesses Phobos 1 2 

Lurking Horror 5 

Mail Order Monsters 7 

Maniac Miner 5 

Mask ot the Sun 5 

Master of the Lamps 5 

Masters of Time 5 

Match Racer 5 

Mercenary 5 

Micro Chess 7 

Microieague Bas^ll 7 

Mig Alley Ace , 5 

. Miss^: Asteroid 7 

MisS^Links 5 

Montezuma's Reven^ 5 

Moon Shuttle 5 

Nin)a 5 

Ogre ■ 5 ' 

One-On-One 12 

On Track Racing 5 

Operation Whirlwind 5 

Cf^iey's Mine 7 

Pacific Coast Hi^tway 5 

Pinball Construdon Set 12 

Pitstop 7 

Pitstop II 7 

Poker Tourney 5 

Pooyan 5 

Preppie 9 

Preppie ll 7 

Protector 11 5 

Racing Destruction Set 7 

Raid Over Moscow 7 

Ralley Speedway 5 

Rasterblaster 5 

Realm of Impossibility 5 

Repton 5 

Rescue of Fractalus 14 

The Return of l:^cles 5 

Roseii'sBngade 5 

Sargon 11 7 

Sea Bandit 5 

Sea Stalker 7 

Seven Cities ot Gold 10 

Shamus 5 

Shamus: Case ll 5 

Silent Service 7 

Sky Blazer 5 

Solo Fhght 7 
Sorcerer of Clfiymorgue Cstle 5 

Space Base 5 

Space Cowboy 5 

Space Games 5 

Space Invaders 12 

Space Shuttle 7 

Speed King 5 

Spider Quake 5 

Sports Spectacular 5 

Spy Vs. Spy 9 

Star Fleet 1 5 

Star League Baseball 15 

Star Raiders II 9 

Station Fall 9 

SWIarTrio 5 

Sbatsgy Simulalions 5 

Strip Poker 12 

Stone of Sisyphus 5 

Stunt Driver 5 

Sultan's Palace 5 

Summer Games 9 

Super Boukjerdash -9 

S(^99r Fluey 7 

Super Space Games 5 

Talladega . 5 

Temple of Apshai 9 

Tenth Frame 5 
ThreshoW 5 



AtthofdwoNi iiems cany a 90 tU^ warranty. 
Cassettes are $lM an4 nmst be ordered in 
coti^mictimuitbatkastimotb^ 

Buy any 5 five-dollar disk based gmos. 
and get a sixth free! 

TMBIE ARE OVER 600 ITEMS 
on this Don't See One? CALU 



Tomahawk 7 

Top Gunner 7 

Touchdown Football 7 

Ultima II 9 

Ultima III 9 

Ultima (V 9 
Upper Reaches of ApShai. 9 . 

VC -5 

Vorrak 5 
WargameConstrucHOoSel 7 

Warship . . 5 

Wayout ' ' 7' 

Weakon . 5 

Wizard & the Princ8« 5 

Wizard of Wor 5,., 

Wizardry 5 

World of Karjtfe 7 

Worms 7 

Zork I 9 

Zork II 9 

Zork III 9 

CASSEHES: PROOUCnvrPf 

Atari Music I 

Atari Music II 

Basic Psychology 

Biorhytnm 

Car Costs Part One 

Demo to Atari 400 

European Countnes & Ce^)itals 

French Conversational 

French (Linkword) 

Graph It 

Graph It - Bar Charts & Pie Graphs 

Graph It - Polar Plots 
Great Classics A 
Great Classics D 
Intro, to Graphics 
Intor. to Sound 
Invitation to Progrannning 
Italian ■ Convermfionat 
Joystick Sketchpad 
Kid's Programs 
Math UFO 
Math TIc-Tac-Toe 
Matchboxes 
MicroEd. Tachioscope 
Mortgage & Low Analysis 
Sample Programs 
States & Capitals 
Spanish - Conversational 
Speed Reading. Atari 
Touch Typing 
Trivia Unlimited 
U S. Government 
U.S. History C 
U S. History D 
Writing Programs One 
Writing Programs Two 

CASSETTES: GAMES 

Adventure: 4 Voodoo Castle 
Adventures ot Ostwald 
Attack at EP-CYG-4 
Aztec Challenge 

Black Jack 
Block'em 

Blue Max 
Checker King 
Conflict 2500 
Cnsis 
Drelbs 

Eastern Front 
Energy Czar 
Frogger 

G F S Sorceress 

Golf Classic & Compubar 

Hail to the Chief 

Hangman 

Juggle's House 

«higgle's Rainbow 

Jumpman 

King Cnbbage 

Kingdom 

Matchboxes 

MicroChess 

Midway Campaign" 

Mind Boggler's I 

Nautilus 

O'Riley's Mine 

Pacific Coast Highway 

Quarxon 

Salmon Run 

Shamus 

Shooting Arcade 
Solo Flight 
Starbowl Football 
Star League Baseball 
Super Cubes 
Tutti Frutti 
Wmgman 
Zaaoion 



7800 GAMES! 
NEW IN BOX! 

Xevious $5 

Food nght $5 

Asteroids $5 

Ms. PikMan $5 

NEAT-O! 



Toad Computers • (800) 448-8623 Orders • (410) 544-6943 Information 



Got a problem? Some folks have a 
lot of software utilities on disk and 
some folks just roll their own.... 








by Joseph R. Chiko 



It began many years ago in a 
different time, in a tiiiferent 

place, and for a cHflferent 

reason. It began as a quest to 

make executing BASIC 

programs easier for my spouse. 

The program started out 

launching simple BASIC 

progrsims I had typed in on my 

then 1200XL. 

Over time, the expectations 
of the program became 
grandiose. First, one j>age 9f 



documentation was to be 
displayed, then an unlimited 
number of pages. Soon, the 
program was capable of 
allowing the viewer to go 
backwards up to 100 pages of 
documentation. 

Then, the program was 
pressed upon to launch 
machine language programs. 
And, it eventually did this, too. 
But the magazines that printed 
the type-in software I loved died 
off all too soon. I grew tired of 
trying to write complex BASIC 
programs and too intimidated 
and discouraged to tackle 
machine language. 

At that point, I discovered 
CLSN Pascal and became a 
coding fool again. I spewed 



forth solitaire games and utility 
programs like a volcano does 

lava and ash. As I attempted 
my 20th version of solitaire, 
Spiderette, I discovered that 
CLSN Pascal did not disable 
BASIC. 

So the quest mutated again, 
and resumed. Donning my 
well- worn programmer's helmet 
(used to protect my cranivim 
from the sudden stops it 
encounters with sold objects 
such as desk tops and doors 
and the like), I set out on the 
quest to unearth the secret of 
disabling BASIC from within 
software. It tums out to have 
been a prudent decision to wear 
my programmer's helmet for 
miioiy a late ni^t was spent 
thumping my head off df 
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desk in attempt to make what I 
had read sink into my all too 
thick skull. 

I scoured old issues of 
Analog and Antic looking for 
clues to the secret of turning off 
BASIC. I dog-eared pages and 
scribbled cryptic notes in the 
margins of Mapping the Atari, 
De Re Atari, and Atari's listing 
of the 800 OS. I now own a 
130XE and, while on a local 
bulletin board, discovered a 
listing for the 130XE OS. 1 even 
asked for advice from other 
Atarians on the BBS only to be 
pointed in directions that I had 
already explored. 

All attempts at disabling 
BASIC had ended in failure. My 

goal was to append two 
programs together. The first 
would be BASICOFF, the name 
of the eventual program. It 
would disable BASIC when 
executed from either Atari DOS 
2.5 or SpartaDOS 3,2d. The 
appended program would be 
the Pascal object file. By 
tximing off BASIC the Pascal 
program could be 8K larger. 
That would be 8K of additional 
features. There could be hig^ 
scores and counters for games 
won and played and maybe 
more. But everything I tried 
either locked up'my sysstem or 
required that RESET be 
pressed, which would simply 
return me to DOS. 

I was getting desperate and 
frustrated. The forehead of my 
helmet was wearing thin and I 
was in danger of damaging my 
skull and possibly my brain. I 
even considered abandoning 
the quest altogether. But at a 
club meeting, a friend 
mentioned that SpartaDOS 3. 2d 
was weird. So, I began to test 
the fledgling program under 



DOS 2.5. The program would 
now turn off BASIC only if I 
pressed RESET after its 
execution, but it was not 
crashing. I returned to the 
books to see if I had overlooked 
anj^thing. I went over the 
recommended list of procedures 
to disable BASIC that are as 
follows: 

1. Ensure that bit 2 at 
PORTB is set to a 1 

2. Ensure that BASICF is 
greater than 0 

3. Turn the screen off and 
on to recoup the 8K that BASIC 
had used 

I started to disassemble code 
only to discover, to my chagrin, 
that my ALDS disassembler 
went into a print loop after 10 
pages. I was able to. learn that 
some BASIC off programs forced 
RAMTOP to be 192, so I added 
this to my code. I also put in a 
snippet of code to change the 
color of the screen if the 
program were successful in 
disabling BASIC. And, to ease 
testing requirements, I had the 
program return to DOS instead 
of doing the second phase of 
the load. 

Late one night, with the 
sound of my helmet bouncing 
off the desk thudding dully 
throughout the house, I 
managed to read something 
between the chapters in 
Mapping the Atari. It mentioned 
that cartridge A had to be 
turned off in order for BASIC to 
be disabled. With this new code 
added to the program, 
BASICOFF worked. I had 
succeededl I fired off a short 
Pascal pfbgram to test 
BASICOFF. The Pascal program 
simply entered a high 
resolution graphics mode and 
displayed the addresses of 



screen memory to ensure that 
they were what they were 
supposed to be. 

I was elated! BASICOFF was 
working. But, my elation was 
short-lived. The program would 
not work mth SpartaDOS 3. 2d 
so I started dumping 
SpartaDOS. I was able to 
deduce that the reason for my 
scrambled screen was that the 
program was in the RAM under 
the ROM chip when the screen 
display list was-setup, resulting 
in a scrambled screen. 
SpartaDOS calls a common 
routine to set and reset PORTB, 
keeping a copy of the original 
contents of PORTB in an 8 byte 
array. I stared at the code for 
days, going Cross-eyed in the 
process, trying to figure out 
which of the 8 copies was being 
us;ed to reset PORTB. Just as I 
was losing consciousness in a 
last and perhaps futile attempt 
to jar an idea loose, I reali2;ed 
that I did not need to know 
which of the memory addresses 
to change. All that had to be 
done was simply to change all 8 
values, so that no matter which 
value SparataDOS used to 
restore PORTB, it would 
indicate that BASIC was indeed 
off. 

I had finally and definitely 
succeeded in wrenching the 
secret of disabling BASIC from 
its hiding place. It took me 
months to figure this out and I 
now can see daylight though 
the small hole in the forehead 
of my pr^rammer's helmet. 
Perhaps I will remember why I 
do not like machine language 
for a long time to come, but I 
can take solace in the fact that 
the assembler listing that 
follows this article may keep 
some fellow 8-bitter from 
damaging his brain or ego . 
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To use this program, type in 
the code and use your favorite 

assembler to compile it. Let's 
assume the compiled object file 
is BASICOFF.OBJ. I vmvdd 
typical^ use the following 
SpartaDOS commands to 
combine two object programs 
together: 

COPY BASICOFF.OBJ GAME. OBJ 
COPY PASCAL.OBJ GAME.OBJ/A 

A similar operation can be 
done using Atari DOS 2.5. 
GAME^OBJ will now do a 
muKi-phased load. In phase 
one, the code of BASICOFF is 
executed. If BASIC is already 
off, tl^ sereen wiU not change 
colors. If BASIC is disabled by 
BASICOFF, the screen colors 
will change. In phase 2 , 
code fer OAME.ORJ is loaded 
with the additional 8k freed up 
by disabling BASIC available for 
its Vkse. Now, my large Pascal 
programs can be launched by 
the BASIC utility responsible 
for this task without having to 
worry about how to handle the 
exception of programs that 
require that BASIC be turned 
off. 



;%%%%%%%%%% 
;% 

;% BASIC OFF . kSH 
;% 

;% by Jos«ph R. C^lko 

;% during JUly and August 1994 

;« 

;% This progrcun was designed to turn 
;% the BASIC cartridge off on a 
;% XL/XE. The program works for both 
;« Atari DOS 2.5 aild SpaortaDOS S.2d. 
;% It may work thm ^i^taDOS 2.3? or 
;% tb« nmtt Tmlmmmm ftft of S*2tjr,. 
;« but as of August 10, 1994, I hav« 

not had the time or desire to test 
;% this. Perhaps at some future dat« 
;ft I will, but for now I am 
;% satisified with this program's 
;t ea^abiliti«s . 
;« 

doavttc « $0G#ai 
rmttep « $^06a 



a<kK:tl « $022£ 

sdlstl » $0230 

color2 s $02c6 

color4 as $02c8 

runad = $02e0 

initad = $02e2 

memtop = $02e5 

;% 

; « I/O Co&tr«l 9%aek3 

:% 7 blocks starting at $0340 

;9 X pointa to tbe 1st byt« in block 

;% 

ichid = $0340 ; index to device n«une 

icdno = $0341 ; device number 

iccom = $0342 ; coirmand 

icsta » $Q^^ ; atatua 

iebal » $4»$«i ; bu££^ address 

icptl = $034€ ; put one-byta atddross 

icbll = $0348 ; buffer length 

icaxl = $03 4a ; aux byte 1 

icax2 = $034b ; aux byte 2 

icax3 = $034c ; aux byte 3/4 points 

; to disk sector 
icaxS s $03 4a ; byte 5 points 

; to byte in sector 
icax6 * $034£ ; aux byte 6 



basicf » $03£B 

bflg = $0700 ; boot flag 
St&S » $0700 ; SpartaDOS 
brcat » $0701 ; # of boot sectors 
SDOSvi^e* $0701 ; SpartaOCHIt^ «arsion 
l^C«9y » '^TH ; per tb Cos^, 

crtain = $bffc ; csirt a inserted? 

reset = $c2aa 

portb s $d301 
wsync » $d40a 

ciov ss $e456 



* = $0670 
iocb .BYTE 0 

editor .BYTE "E:", 155 
SpartaDOS .BYTE "S" 
enterBASICOFF 
CLD 

;% is BASIC already off 
LDA portb 

AND #$02 
CMP #$02 

BEQ exitBASICOff 

turnBASICOff 
LDA portb 
ORA «$02 
STA portb 

; % do the saxm to basicf 
LDA #$01 
STA basicf 

;% ensure that carta isn't inserted 
STA crtain 



LDA #$cO 
STA ramtop 

;% test JEor l^^taDOS 
LDA SDQS 

CMP SpartaDOS 
BNE turnEditorOff 

;% test for version 3.2 
ZiDA SDOSver 
Off #$32 

BXm turnEditorOff 

;% Spart«dDOS 3. 2d keeps the last 8 

;% values of PORTD starting at 

;% $0774, so I am going to ORA all 

;% B 

LDX #$FF 
orPortbCopy 
IMX 

LDA pbCopy,X. 

ORA #$02 
STA pbCopy,X 
CPX #$07 

BNE orPortbCopy • 

turnEditor<^f 
LDX iocb 
LDA i$dc 

STA iccom, X 

JSR ciov 

BPL turnEditorOn 
JMP reset 

^teio^ditoroti 
SIDK iocb 

um. #$03 

STA iccom, X 
LDA #<editor 
STA icbal,X 
LDA #>editor 
STA icbal+l,X 
LDA t$Oc 
STA icaxl, X 
LDA #$00 
STA ic«uc2,X 
JSR ciov 

BPL changeColors 

JMP reset ; on CIOV error RESET 

changeCo 1 o r s 

;% change the bacdcground color 
LDA #$04 
STA color2 

;% change the border color 

LDA #$b2 
STA color4 

;% code used when testing BASICOFF 
;% to see if I on tbe ri^t 
;% track 
;LI1A SDOS 

;CMP SpartaDOS 
;BNE exitBASICOff 

;JMP (dosvec) 

exitSASICOff 
RTS 



* B initad 

.WORD enterBASICOFF 
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review of 
"Hecohimg-" 

Reviewed by Midhkel Bennett 
A program by H. Jake Olbrich 

Decoding is an educational 
program that teaches spelling 

and word jjronunciation hy 

phonetic sounds. It also 

includes brief meanings for 

most of the words it contains. 

Over 100 phonetic sounds are 

featured at four levels of word 

difficulty. A fifth level shows 

the syllabic structure of the 

words at the highest level. 

Background 

Here is a little background 

information from the help file 
that can be accessed by th^ 
main program: 

- This program is based on 
the book, Helping Children 
Overcome Learning Difficulties 
by Jerome Rosner, published by 
Walker Publishing Company. 
Our program is fromi the 
paperback edition, page 
159-217. 

- [The program] should be 
used with another person: 
perhaps an older student or 
parent. It is pomarUy an 
electronic blackboard with a 
dictionary. 

- It is an ideal learning tool 
for those students with 
difficulty remembering the long, 
s^ort and sometimes schwa 
sound of the vowels and when 
and where to use them. This 
I^i^ram removes tfay^ confusion 
because each sound is used in 
groups and levels. 



- This progrmn is practice 

and association. The sound to 
be practjiceA is always the same 
in every word. So, there is 
always one part of every word 
that they know. 

- A little correction and 

reinforcement at appropriate 
times, [not] scoring, no timing, 
no drill, just learning. Mothers 
of tieaf non-lN^ers have -told 
us they can notice a remarkable 
improvement after just two or 
three, one hour sessions per 
week. 

- The program is a shoil 
BASIC program that accesses 

all the word files. I say "all" the 
word files because they fill up 
three sis^^ . density di^iksl 
Each ^ii^ eoii^kiii# 3& ^units. 
The words, their syllables and 
the dictionary meanings are 
stored in DATA atatemmts that 
are ENTERed into the program 
beginning on line 11100. 
Someone &ymUar with the 
function of DATA statements in 
Atari programs could easily 
copy the pattern in one of the 
files and create their own. 

The phonetic sounds 
featured in the words provided 
by the program are: 

Disk 1: AT, AP, AB, AND, IT, 
AG, IN, IG, IB, ICK, OD, OT, 
OM, EN, ELL, ED, ET, ECK, 
EST, AD, AS, AM, ACK, AN, IP, 
ID, IM, ILL, OP, OG, ONG, OB, 
ESS, ENT, EM, and EB. 

Disk 2: ACE, ACT, ADE, 
AGE, AKE, ALE, AME, ANE, 
ANG, ANK, APE, ASH, AST, 
ATE, AVE, AY, EAM, EAT, IDE, 
IFF, IND, ING, INK, ISH, ITE, 
OKE, OLD, ONE; U«; UCK, UD, 
UG, UM, UN, UP, and UT. 

Disk 3: ABLE, AI, ALK, ALL, 
AR, ARE, AW, BULL, COW, 
DULL, EE, ER, EV, EW, ICE, 
IGHT, IR, IRE, OA, OCK, OI, 



OLL, ON, GO, OOK, OR, ORE, 

OU, OVE, SOW, TION, UE, UFF, 
URE, US, and USH. 

jMeohanica 

Functipn keys are i^sed to 
put more words on the screen 
and to access the dictionary. 
Since student users often ask 
about word meanixigs, Mr. 
Olbrich felt a need to add this 
feature. Definitions of any word 
Qoix%^mii:x^ ag^xticular phonetic 
sound can he displayed no 
matter which level has been 
selected. 

Inpressions 

After I had examined the 
program for quite awhile^ my 
eight year old son came into the 
room to see what I was doing on 
the cojpaputer. He sat down 
beside me iand within minutes 
was pronouncing words far 
beyond the difficulty I had seen 
in the vocabulary U^ts he had 
been bringing home from 
school! My opinion of the 
program is high and I would 
heartily recommend it to any 
parent or teacher who has 
children learning to read. 

[Mr. Olbrich has kindly 

released these programs into 
the public domain; I submitted 
them to GEnie for the eight-bit 
Atari library. If you do not yet 
subscribe to GEnie, the 
three -disk series on phonics 
decoding is available directly 
from the author for $5. Ed.] 

Support is available from 

the author, a member of the 
Rockford Atari Computer Club: 

H. Jake Olbrich 

3693 Renfro Road 
Cherry Valley, IL 61016 
815-332-5303 

[The author and his wife, 
Terri, have tested and used 
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these programs in tutoring 
special needs students, 
including adult education. My 
own use of the program proves 
it to be simple to use, with good 
documentation on the disk. It's 
not meant for coiaapletcly 
independent study, as you 
must have a tutor available to 
check pronunciation; but the 
immediate access to definitions 
in the dictionary is helpful. 
While many educators today 
stress **whole word** learning, a 
phonics approach is important 
for new word-attack skills as 
well as for students with special 
needs. 

A few comments on the 
BASIC program: it is e&mly 
modified and quite robust, 
though not "bullptproof. The 
break ke^ has not been 
trapped, so an unguided user 
might accidentally interrupt a 
lesson^ Other thsm this, hitting 
a wrohg key m extterin^ a 
non-existent lesson will not 
cause any problems; errors are 
weU 'TRAPped". 

The word lists are contained 
in ENTERed program DATA 
statemcdnts. Eac^ level ends 
with an asterisk (*), the 
vocabulary word DATA ends 
with two asterisks and 
dictionaiy words and defitiitions 
end with "END,AAA'\ By typing 
in BASIC DATA lines and 
LISTing them to disk you covdd 
add your own words and 
definitions, or even create lists 
for a foreign language, which 
Mr. Olbrich has begun 
implementing on disk #3. 

Thank you, Mr. CHlmeh, for 
making these available in the 
public domain. Ed.J 



Atari Classics 



MEVIEW OF 

"Ei-e:me:mt© or 
Chemistry" 

Reviewed by Michael Bennett 
A program h^Mm^^sm MmmBi^ 

E^^ents of Chmmistry is a 
drill and practice program for 

the Atari that is useful as a 

basic review of the elements in 

the pefi0<^ tal^. Wsittm, in 

BASIC with some machine 

language routines tp speed 

thmgs up, Elements is a 

straightforward approach to the 

electron configuration, mass, 

and position of the elements in 

the pe^odic table. It also 

calculates liie molecular mass 

of a compound. [The membrane 

k^board of the Mari 400 rmg^ 

make^ds usefutin-^m:d)mmstry 

laboratory. Ed.] -^^f 

Menu - view 

The menu gives you three 
choices. You may choose to 
view elements individually as to 
their symbol, atomic number, 
atomic mass, or electron 
configuration (including the s, 
p, d, and f orbitals). 

Menu - quiz 

You may also choose to take 
a quiz on your knowledge of the 
poa^iom of the elements on tJ^ 
periodic table. The computer 
chooses one element at random 
and then you must type the 
syitit3#i 4>f any adjsK^nt element. 
This process continues as you 
wind your way across a nice 
representation of the periodic 
table for two minutes. A bonus 
round may be awarded in which 
you are asked to list the 



members of certain families, 
such as the halogens or 
lanthanides* . 

Menu - mass 

The third feature of Elements 
is a molecular mass function. 
You may enter the formula of 
any compound and the program 
wffi ^splay imw to find the 
molecular mass of that 
compound. The formula you 
entered is also displayed with 
true subscripts in a sharp 
looking format. The computed 
mass is shown at the top of the 
screen. 

DriU 

Elements of Chemistry is a good 
program for drilling the 
locations of the elements in the 
periodic table [which shows 
chemical relationships] and for 
showing the user how to figure 
mol^mlar masses. It would 
make a useful aiddition to Boxy 
chemistry curriculum or a 
home collection for a family 
with budcUcig chemistry 
students. 

Shaiware 

It is available as shareware (if 
it's useful to you, a $5 donation 
is requested) firom the GEnie 
eight-bit Atari library as file 
#5805, ELEMCHM2.ARC, or 
firom the author: 

Barton M. Bresnik 
555 Ware Street 
Mamfield, MA 02048-2925 
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B & C ComputerVisions 

1725 De La Cruz Blvd #7 - Santa Clara, CA 95050-301 1 12/30/94 



Phone Hours Tue - Fri lOam - 6pin 
Retail Store Hours 11iur& Fri 10am-6pm 
Saturday 10ain-5pm 

408-986-9960 

FAX: 408-986-9968 



Disk Software 8-Bit Computers. 800, XL, XE, XEGM 





MULE!!!! 

ORIGINAL BEST SELLING 

4 PLAYER GAME 
FOR THE Al ARl 800 

$29.95 

Emulators to run 8-Bit software. 
PCXformer 3.0 S-Bit 80WXL/XE 

Emulator for a PC Clone $29.95 
Run your 8-Bit software on an IBM 
Style Computer. l3oes not run Atari 

disks directly, software must be 
transfered via modem or PC to SIO 

PC to SIO use PC Clone as a 
drive and printer for 8-Bit $5.00 
Share ware & requires interface* 

STXformer rim your 8-Bit software 
on an ST Conqmter $7.98 
Vise 8-Bit drives & printers on ST 
with SIO to ST cable $29.95 

WORDPROCESSING 



ATD822 
ATD823 

PKG004 
Reg. 
ATD902 
ATD323 

ATD532 
ATD821 
ATD931 
ATD077 
ATD533 



ATARIWRITER + W/Proof R. 39.95 
ATARI WRITER 80 39.95 
Requires ACA061 XEP-80 & monitor. 
XEP~80 W/ATARIWRITER 80 59.95 
ATARIWRITER is vith cartridges. 

22.50 
2 4.95 



XLENT WORD PRCX: 
HOMEPAK (REMOVE BASIC) 

HOMEWORD 9 

PROOF READER ( A.TARIWITER ) 9 

TYPIT WORD PROCESSOR 48K 9 

I LOVE MY ATARIV7RITER 12 

PRINTER DRIVER/ATimiWRTR 8 



95 



-J 



95 
00 
95 



PRINT/PUBLISH/PAINT/HOME 



ATD320 
ATD321 

ATD575 

ATD892 

ATD499 

ATD4 96 

ATD55 3 

ATD123 

ATD288 

ATD138 

ATD324 

ATD] 36 

ATD839 

ATD7 52 

ATD142 

ATD500 

ATD325 

ATD5 35 

ATD326 

ATD280 

ATD677 

ATD651 

ATD726 

ATD7 41 

ATD4S6 

ATD127 

ATD37 2 

ATD137 

ATD681 

ATD684 

ATD125 

ATD7 54 

ATD400 

ATD141 



CELEBRITY COOKBOOK 2^*95 

COMPUTE YOUR ROOTS 19.95 

ENHANCED POKEY PLAYER 14.50 

GRAPHIC MASTER 14.95 

GRAPHICS TRANSFORMER 22.50 

HUMPTY DUMP 14.95 

MAGNIPRINT 11+ 22.50 

MEGAFONT 11+ 13.50 

NEWS STATION 26.95 

NEWS STATION COMPANION 26.95 

NEWSROOM (XL WITH/ 1050) 19.95 

PAGE DESIGNER 13.50 

PAINT 14.95 

PLAYER MAKER (ATARI) 4.95 

PM ANIMATOR 31.50 

POP -N- ROCKER 22.50 

PRINT POWER (REQ 1050 DD) 19.95 

PRINTERS DEVIL 13.50 

PRINTKIT(R£Q 1050 DISKD) 19.95 

PRINTSHOP 34.95 

fRIHTSHOP DRV 1020 13.50 

PRINTSHOP DRV NX-2400 13.50 

PRINTSHOP DRV OKIMATE 10 13.50 

PRINTSHOP DRV XMM801 13.50 

PRINTWIZ 26.95 

PS INTERFACE 13.50 

PS UTILITY DISK 26.95 

PUBLISHING PRO 35.95 

RECIPE MANAGER ^ . 13,50 

RESPONSE ANALYSIS PR06RM^ 13.50 

RUBBER STAMP 13.50 

SCREEN MAKER (ATARI) 4.95 

TYPESETTER 17.95 

VIDEO TLTLE SHOP 14*95 



MUSIC & MIDI 



ATD379 
ATD381 

ATD231 
ATD16 2 
ACA0 37 
ACA038 
ATD948 
ATD619 
ATD382 
ATD163 
ATD671 
ATD164 
ATD531 



ATARIMUSIC I NOTES^SIEPS 
ATARIMt^IC II SCALES/KEY 
ELECTRONIC DRUMMER 
GUITAR WIZARD 
MIDITRACK II B00/800XL 
MIDITRACK III 130 XE 
MIDITRACK II TO III UPGR 
MUSIC BOX 
MUSIC PAINTER 
MUSIC PLAYER 
OASIS W/MIDIMATE 130XE 
SONGWRITER 

MIDI PATCH YAMAHA DX~7 
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BUSINESS 



UTILITY 



14.95 
14.95 

13.50 
26.95 
69.95 
69.95 
20.00 
14.95 
14.95 
13.50 
49.95 
9.95 
9.95 



6.99 
9.95 
19.95 
24.95 

8.95 

9.95 
13.50 
19.95 
13.50 
21.50 
19.95 

9.95 
17.95 
12.95 
24.95 
13.50 
80.95 

9.95 



ATD687 ATARI TIME PIECES " ' 

ATD831 BOND ANALYSIS 

ATD826 BOOKKEEPER 

ATD827 BOCiCKEEPER KIT/KEYPAD 

ATD3 2 2 DATAMANAGER 

ATD829 FAMILY FINANCES 

ATD511 FINANCIAL COOKBOOK 

ATD717 FINANCIAL STRATEGIES 

ATD67 9 FORMS DISK PREDEF. FORMS 

ATD678 FORMS GENERATOR 

ATD274 HOME ACCOtJNTANT 

ATD8 28 HOME FILING MANAGER 

ATD604 HOME INVENTORY 

ATD3 86 HOME MANAGER KIT 

ATD3 2 3 HOMEPAK (REMOVE BASIC) 

ATD68 2 INSTANT ALPHABETIZER 

ATD272 INVENTORY MASTER 

ATD865 LABEL MASTER/ COL. LISTER 

ATD385 MAILING LIST (ATARI) 

ATD68 0 MAILING LIST PLUS 

ATD485 MEGAFILER 

ATD487 MONEY MANAGER TIMEWORKS 

ATD586 NETWORTH 

ATD685 PERSONAL APPOINTMENT 

ATD842 SILENT BUTLER (1050) 

ATD864 SMALL BUSINESS SYSTEM 

ATD8 3 2 STOCK ANALYSIS 

ATD83 3 STOCK CHARTING 

ATD329 SUPER MAILER PLUS 

ATD784 SYNCALC - 130XE VERS5?ION 

ATD513 SYNCHRON 

ATD850 SYNCOMM 

ATD7 85 SYNFILE + 

ATD514 SYNTP^ND 

ATD7 25 TELE COM 

ATD688 TELEPHONE MASTER 

ATD838 TIMEWISE 

ATD277 VISIGALG 

ATD504 SUPER MERGER 



9 

13 
17 
8 



95 
50 
95 
95 



17.95 
13.50 

14.95 



34 
9 
9 

35 



95 
95 
95 
95 



44.95 
14.95 

9.95 
44.95 
19.95 
14.95 
13.50 

9.95 
29.95 

8.95 



ATD87 8 FLASH BACK 26.95 

ATD555 PROTECTION TECH ADV. 22.50 

ATD498 SCANALYZER 26.95 

ATD554 SCHEMATIC DESIGNER 22.50 

ATD55 2 CHEAT 2 2 

ATD276 DISKIO 29 

ATD369 DO DISK 6 

ATD49 7 GENIE (RAM RES UTILITY) 26 

ATD503 IMPERSONATOR 26.95 

ATD597 MAKEBOOT 22^0 

ATD5 7 9 MONKEY WRENCH II 29.95 

ATD2 21 PHANTOM SECT MxAKER 105 0 53.95 

ATD22 2 PHANTOM SECT MAKER 1050. 4 4.95 

ATD7 3 2 SUPER REEVEKEY 5 ^ 17,95 

ATD501 TACH MASTER 9.95 



50 
95 
35 
95 



PROGRAMM ING LANGUAGES 

ATD305 ACTION! 59.95 

ATD598 BASIC ARCADE GRAPH DESGN 19.95 

ATD502 BASIC TURBOCHARGER 22.50 

ATD308 BASIC XE 59.95 

ATD307 BASIC XL 59.95 

ATD7 4 7 CLSN PASCAL 35.95 

ATD818 EDITOR/MACRO ASSEM ELCOMP 19.95 

ATD819 FORTH (ELCOMP) 14.95 

ATD311 LIGHTSPEED C 35.95 

ATC07 9 LOGO CART W/ MANUALS 19.95 

ATD3 1 3 MAC / 6 5 59.95 

ATD315 MACROASSEMBLER 17.95 

ATC076 MICROSOFT BASIC II 29,95 

ATD316 PILOT PROGRAMMING LANG. 14.95 

O PERATING SYSTEMS 



ATD848 DOS 2.0 DISK 5.00 

ATD830 DOS 2.0 DISK & xMANUAL 10.00 

ATD841 DOS 2.5 DISK 5.00 

ATD840 DOS 2.5 DX^ & MANUAL 10.00 

ATD844 DOS XE DISK MANUAL 10.00 

ATD583 SPARTA DCS CONST SET 19.95 

ATD261 SPARTA DOS X , (ON CART) 55.95 

ATD490 TOP DOS 1.5 17.95 

ATD491 TO? DOS 1.5 PLUS 26.95 

ATD866 TOP DOS PROFESSIONAL 44.95 

ATD815 CASSETTE OPERATING SYS. 19.95 




EDUCATIONAL DISK 



ATD209 
ATDlll 
ATD107 
ATD117 
ATD108 
ATD28 4 
ATD064 
ATD109 
ATD281 
ATD202 
ATD115 
ATD283 
ATD118 
ATDllO 
ATD120 
ATD690 
ATD691 
ATD695 
ATD940 
ATD69 3 
ATD696 
ATD692 
ATD694 
ATD642 
ATD208 
ATD238 
ATD121 
ATD032 
ATP7 90 
ATD699 



10 LITTLE ROBOTS 

A-f BIOLOGY 

A+ FRENCH 

A+ LEMW TO READ 

A+ SCIENCE GRADE 3-4 

A+ SCIENCE GRADE 5-6 

A+ SCIENCE GRADE 7-8 

A+ SPANISH 

A+ SPELLING 

A+ U.S. OBOGRAPHY 

A+ U.S. GOVERNMENT 

A+ U.S. HISTORY 

A+ VOCABULARY 

A+ WORLD GEOGRAPHY 

A+ WORLD HISTORY 

AEC LEARN ABOUT WORDS 2 

AEC READING COMP. SKILLS 

AEC SPELLING GRADE 2 

AEC SPELLING GRADE 3 

AEC SPELLING GRADE 4 

AEC SPELLING GRADE 5 

AEC SPELLING GRADE 6 

AEC SPELLING GRADE 7 

ARDY THE AARDVARK 

BIG BIRD'S SPECIAL DELIV 

BRAIN STRAINERS 

BUZZWORD 

CARDIO QUIZ 

COLORASAURUS 

CONDENSATION 



26 
17 
17 
35 



95 
95 
95 
95 
95 
17 .95 



1 / . 

17 , 
35, 
17 , 
17 , 
17 
17 
17 
17 

9 

9 

9 

9 

9 

9 

9 

9 

9 

8 

9 
22 
17 

7 

9 



95 
95 
95 
95 
95 
95 
95 
95 
95 
95 
95 
95 
95 
95 
95 
.95 
,95 
,95 
,95 
.95 
,50 
,95 
.95 
.95 




800, XL, XE 



COMPUTER ACCESSORIES 
ACAaei 80 COLUMN INTERFACE. . . • 49 . 95* 

PKG004 XEP80 W/Atariwriter 80 .... 59.95* 

^Requires monitor for 80 column. 



ACA086 MIDI MATE interface no soft 49.95 

AGA037 MIDI TRACK II with software 69.95 

ACA038 MIDI TRACK 111 for 130XE 6^.95 

ATD948 MIDITRACK II TO III upgrade 20.00 

ACA043 R-TIME 8 clock cartridge 49.95 

HDA054 BLACK BOX upgrade 199.95 

ACA087 MARS XL Upgrade Call 

HDA056 EPROM Prograiraner 169.95 

ACA027 ANIMATION STATION 79.95 

ACA078 LIGHTPEN Atari 14.95 

ACA550 NUMERIC KEYPAD 9.95 



ACA005 \FASTCHIP For 800 (NEWELL)... 19.95 

ACA023 OMNIVIEW 80 For 64/256XL ... 29.95 

ACA076 OlfiilMON 400/800 W. Onmiview. 29.95 

ACA075 OSKXL OP SYSTEM (XL/XB) . . . . 29*95 

ACA025 RAMROD XL Witb0ist Osniaon .. 19.95 

ACA044 RAMROD XL/XE With Qmnimon .. 49. M 

ACA077 RAMROD 800 With Qmnimon .... 39.95 

PKGOOl AtariLab with temp & light ..19.95 

ATC045 AtariLab Starter with temp .. 14.95 



ATC046 Atarilab Light add on 14.95 

ACG050 POWER STRIP With 6 Outlets . 14.95 

ACG041 POWER PAD With 5 Outlets ... 21.95 

ACG034 PRINTER Stand 7.95 

ACG032 MONITOR Stand 19.95 

CABLES • 

CAG030 RF SWITCH BOX ELIM CABLE .. i 2.00 

CAAOlO RF CABLE FOR 800 COMPUTER... 3.00 

CAG032 RF CABLE FOR XL OR ST 3.50 

CAG002 STRAIGHT THRU 25PIN M/M 6FT. 10.00 

CAG035 STRAIGHT THRU 25PIN M/F 6FT. 10.00 

CAG036 STRAIGHT TRUR 25PIN M/F 15FT 15.00 

CAG017 MIDI CABLE 6 FT. 5.95 

CAG028 MIDI EXTENDER CABLE 10' «... 10.00 

CAG022 TELEPHONE CABLE - 6 FOOT ... 1.00 

CAAOll 82 5 ADAPTER TO PARALLEL CABL 15.00 

SPECIAL 8-BIT: 

CAA007 3 FOOT 13 PIN I/O CABLE .... 9.95 

CAA008 5 FOOT 13 PIN I/O CABLE 10.95 

CAA009 6 FOOT 13 PIN I/O CABLE .... 12.95 

CAAOOl 850 TO 825 PRINTER 10.00 

CAA002 850 TO PRINTER-PARLLEL 15.00 

CAA003 850 TO MODEM 15.00 

CAA004 850 TO TERMINAL 15.00 

CAA005 COMP COLOR MONITOR GENERIC . 10.00 

CAA006 COMP COLOR MONITOR (CX-89).. 10.00 

CAA012 COMP MONO MONITOR (CX82) .... 5.00 

CONN ECTORS / ADAPTER 

ACA045 I/O EXPANSION BOX - 3 WAY .. 19.95 

PRA051 13 PIN I/O eC^IECTOR FEM.... 4.00 



PRA015 13 PIN I/O CONNECTOR FCB MAI^ 3.00 
PRG043 9-PIN JOYSTICK SOCKET (2) PCB l.OO 



PRA074 RF TV SWITCH BOX 300 OHMS.. 2.50 

PRA075 RF TV SWITCH BOX 75/300 OHM 3.50 

PRA076 RF DELUXE SW BOX 75/300 OHM 3.95 

PRG002 GENDER CHANGER MM DB25 9.95 

PRG003 GENDER CHANGER FF DB25 9.95 

PRG004 NULL MODEM CONNECTOR M/F ... 9.95 

PRG005 NULL MODEM CONNECTOR F/F ... 9.95 

PRG008 JUMPER BOX M/F DB25 ........ 9.95 

PRG009 MINI TESTER M/F DB25 19.95 

PRG006 GENDER CHANGER 9-PIN F/F ... 8.00 

PRG007 GENDER CHANGER 9-PIN M/M ... 8.00 



PRGOlO GENDER CHANGER 36-PIN FF DB36 16.00 

ATHW-4 



AND ACCESSORIES 4^ 



OWNERS MANUALS 

BKA073 400 Computer.......... 5.00 

BKA074 800 COMPUTER 5.00 

BKA070 600XL COMPUTER 5.00 

BIA07 1 8 0 iXL COMPUTER 10.00 

BKA056 XEGU CCm^mm 10.00 

BKA081 65XE/130XE COMPUTER 10.00 

BKA076 810 DISK DRIVE 5.00 

ATD840 1050 DISK DRIVE W/DOS 2.5... 10.00 

ATD844 XF551 DISK DRIVE W/DOS XE .. 10.00 

BKA082 XMM801 Printer 10.00 

BKA080 820 PRINTER 5.00 

BKA075 825 PRINTER 5.00 

BKA079 850 INTERFACE 5.00 

BKA078 1010 PROGRAM RECORDER ...... 5.00 

ro^»r^^S^ 

^CA046 400/800 TECH. REF. NOTES SET. 10.00 

BKA050 1200XL SUPPL.TO TECH REF .. 5.00 

BKA051 810 DOS UTIL. SOURCE, LISTINGS 5.00 

BKA045 850 TECHNICAL MANUAL 10.00 

BKA039 ASSEMBLER EDITOR MANUAL 10.00 

BKA043 101 PROGRAMMING TIPS/TRICKS 5.00 

BKA034 ATARI BASIC REFERENCE MANUAL 5.00 

BKA016 ASTROLOGY (WITH DISK) ...... 9.95 

BKA021 ATARI BASIC (SELF TEACHING). 5.00 

BKA012 COMPUTER PLAYGROUND 9.95 

BKA036 DE RE ATARI , 14.95 

BKA040 DOS II REFERENCE MANUAL .... 10.00 

1^018 mmU ON THE ATARI 5.00 

BKA057 GAMES FCm THE ATARI r....... 5i00 

MA044 HOW TO PROG IN 6502 mCM mO 5.00 

BKA032 INSIDE ATmt BASIC ...... . . . 5.00 

BKA031 KIDS ANO THE ATAitI . . 11 .95 

BKA063 LOGO REFERENCE MANUAL SET .. 10.00 

BKA014 MASTER MEMORY MAP 10.00 

BKA035 MICROSOFT BASIC II REF 10.00 

BKA053 PILOT STUDENT REF. GUIDE ... 5.00 

BKA054 PILOT PRIMER (TEACHERS) .... 5.00 

BKA030 THE BOOKKEEPER USER GUIDE .. 5.00 

BKG004 40 FLIGHT SIM. ADVENTURES .. 9.95 

BKG003 4 0 MORE FLIGHT SIM. ADV 9.95 

BKG095 4 0 SUBMARINE WAR ADVENTURES. 9.95 

BKGOll FLYING ON INSTRUMENTS 9.95 

BKG068 HARD DRIVE BIBLE 24.95 

BKG092 REALISTIC COMM. FLYING W. FS 9.95 

BiSS064 OFFICIAL BOOK OF ULTIMA 9.95 

BKG025 QUEST WOR CLUES 24.95 

BKG005 ELECTRONIC BATTLEFIELD 9.95 

BKG063 OFFICIAL F-15 HAND BOOK .... 9.95 

BKG095 SUB SIMULATOR WAR AD 9.95 

BKGOlO SUB COMMANDER 9.95 



PCX30 PC Xformer 3M 8(H)/XL/XE Etmlatw 
to run your S-bit software on a PC Clone $29. 95. 
Run your S-BU software on an IBM Style Computer. 
Does not run Atari disks directly, software must be 
transfered via modem or PC to SIO. 

PCSrO PC to SIO use PC Clone as a drive and 
printer for 8-Bit $5. 00. Shareware registration & 
adapter cdibh/m^mx required. 

PST145 & PST345 STXfarimr mnyaur^^^^^^^ 
software on an ST Computer $7.99. Re^^pares cd)te. 

CAS020 ST Xfanner with SIO to ST cable $29.95 



B& C ComputerVisiom 

1725 DeLaCruz Blvd#7- Santa Clara, CA 95050-3011 11/01/94 



Phone Hours Tue - Fri 10am -6pm 
Retail Store Hours Thur & Fri 10ara-6pin 
Satitirday 10am-5pm 

408-986-9960 

FAX: 408-986-9968 




XE COMPUTERS AND ACCESSORIES 




HDA014 
HDA008 
HDAOOl 
HDA040 
HDAOlO 

HDAO 1 7 
HDA030 
HDAO 1 3 
HDAO 12 
HDAO 1 5 
HDAO 09 



COMPUTE RS with 

65XE 64K , 105.00 

130XE 128K 175.00 

XEGM 64K 95.00 

XEGM 64K W/LG/ J, & SW 139.00 

XSK. ••.•*«............ 4^«95 

800XL 64K (like new) 9S.00 

800XL 256K 175.00 

600XL 16K 39.95 

600XL 64K 59.95 

800 48K 59.95 

400 16K ............... 24.95 



HDAO 4 3 300 BAUP XM301 w/disk soft.. 

HDG029 1200 BAUD SX212 req,ACA058.. 

PKG006 SX212 With SX BXFRSSS 

REQUIRE IMTEREACE (850/FRCOI9) 

HDG036 FAST TALK 1200 BAUD 

HDG029 1200 SX212 

HDG004 2400 Smart link 

HDG006 2400 Modem 

MONIT ^ORS 



19.95 

39,95 

19.95 
29.95 
49.95 
99.95 



HDG047 CcMnposite Green Screen .... 89.00* 

HDG047D Caaciposite Mono Depo. 75.00* 

HDG04€ Composite Color D^ttio when available 
* No audio output from monitor 

DISK DRIVES 



HDAO 18 810 Disk Drive (like new) 

HDA035 810 less face plate. 

HDA023 810 W/HAPPY ........ 

HDA033 1050 Disk Drive .. 

HDAO 07 105 0 Reconditioned . 

HDA042 XF551 Disk Drive 

HDA053 XF551 Reconditioned. 



80 
70 
99 
175 
135 
199 



00 
00 
95 
00 
00 
00 



175.00 



Casse tte Recorder s 

HDA059 XC~12 Program Recorder NEW! 24.95 

HDA037 410 Program Recorder 14.95 

HDA029 1010 Program Recorder 2 9.95 

B-BIT DRIVE ENHA NCEMENTS 

ACA042 1050 US DOUBLER W/SPARTA DOS 44.95 

ACAOll 1050 US DOUBLER NO DOS 24.95 

HDAO 5 5 XF551 5" TO 3.5" CONVERSION 59.95 

HDA058 XF551 AJDD ON 3.5" 79.95 

ACAO 0 8 810 HAPPy ENHANCj^fiiNT 49.95 

ACA007 1050 HAPPY ENHANCEMENT 125.00 

ACAO 4 7 1050 HAPPY CONTOOLLER 29.95 

SCAN-IT! ARCHIVER EDITOR: 

ACA013 810 ARCHIVER CHIP W/Side PCB 39.95 

ACAO 15 810 HAPPY ARCHIVER 2 9.95* 

ACA014 1050 HAPPY ARCHIVER 29.95* 

ACA016 SUPER ARCHIVER UPGRADE .... 29.95** 

ACA012 1050 SUPER ARCHIVER CHIP ... 69.95 
* Req. HAPPY Installed, AC AO 1 4, OR AC AOl 5 



ACAO 2 0 
ACAO 2 2 
ACAO 21 
PRA056 
ACAO 04 

Acmost 

ACA066 
ACAO 4 9 

ACAO 7 3 
ACAO 8 0 
ACAO 7 4 
ACAO 2 6 



ICG005 
ICG004 
iCGOOB 
ICAd82 
ICG464 



MEMO RY UPGRA DES 

48K KIT FOR 400 (SOLDER) 14.95 

64K RAM FOR 600XL (PLUG IN). 19.95 

64K RAM FOR 600XL (SOLDER) . 18.95 

16K BAM PCB FOR 800/CHIPS .. 10.00 

128K RAM FOR XE GAME MACHINE 49.95 

288K FOR 800 With FOB'S 100.00 

288K FOR 800/(2) 16K PCB'S . 120.00 

NEWELL XL 256K 29.95* 

NEWELL XL 1-4 MEG 49.95** 

NEWELL 65XE 1-4 MEG 49.95** 

NEWEL 130XE 1-4 MEG 49.95** 

RAMBO XL 256K 27.95* 

* Requires (8) 256K DIPPS 
** Requires (8) 1 MEG DIPPS FOR 1 MEG 
or (8) 4 MEG DIPPS for 4 MEG 

RAM 

64K 4164 (SET OF 8) 15.00 

2561;^ 41256 (SET OF 8) 15.00 

1 MEG 41000 EACH 6.00 

l^K 4116 EACH 2.00 

4X64K €1464 7.00 




Atari 
ACG133 
ACG086 

ACG088 
ACG012 
ACG097 
ACG0 89 
ACG077 
ACG072 
ACG084 
ACG085 
ACG098 



Calculators. Pocket to desktop. 
Atarian Cert Game Player Patch 

ATARI CLOTH SEW- ON LOGO .... 

ATARI LOGO BELT BUCKLE LARGE. 
ATARI LOGO BELT BUCKLE SMALL. 
ATARI ROUND LOGO STICK PIN . . 

ATARI LOGO STICK PIN 

BLACK MUG/GOLD ARARI LOGO ... 
WHITE MUG /BLACK ATARI LOGO . . 
ATARI LOGO ALUMINUM 3/4 "x 3/4" 
ATARI LOGO ALUMINUM 1/4" X 2" 
ATARI LOGO ALUMINUM Small Hex 



Call 
3.00 
1.00 
9.95 

9.95 



4 

4 
7 
6 



.95 
.95 
.95 
.95 
.25 
.10 
.10 



ATHW-l 




Cartridge Software 8-Bit Computers. 800, XL, XE 





Came Cartrldaes 


ATC164 


AIRBALL (XL/XE) 


64K 


2 4 


.95 


ATC149 


BARNYARD BLASTER 


48K 


14 


.95 


ATC156 


CHOPLIFTER! ATARI VERS. 


64K 


19 


.95 


ATC162 


CRIME BUSTER (LIGHT GUN) 


64K 


24 


.95 


ATC150 


CROSSBOW (LIGHT GUN) 


64K 


19 


.95 


ATC160 


CRYSTAL CASTLES (XL/XE) 


64K 


19 


.95 


ATC171 


DEMON ATTACK 


16K 


14 


.95 


ATC148 


FIGHT NIGHT 


64K 


19 


.95 


ATC038 


FROGGER 


16K 


14 


.95 


ATC147 


HANDBALL I 


64K 


19 


.95 


ATC166 


INTO THE EAGLE'S HEST 


64K 


19 


*95 


ATC018 


X-RAZY ANTIKS 


16K 


14 


.95 


ATC017 


K-STAR PATROL 


16K 


14 


.95 


ATC155 


KARATEKA 


64K 


19 


.95 


ATC161 


MARIO BROTHERS 


64K 


19 


.95 


ATC0 7 3 


MINER 2 04 9 'ER 


16K 


29 


.95 


ATC002 


MOUNTAIN KING 


16K 


17 


,95 


ATC12 8 


MS PAC-MAN 


16K 


19 


.95 


ATC:il9 


POLE POSITION 


16K 


19 


.95 


ATC0 39 


POPEYE 


16K 


14 


.95 


ATC068 


Q-BERT 


16K 


14 


.95 


ATC0 4 3 


RETURN OF THE JEDI 


16K 


14 


.95 


ATC157 


SUMMER GAMES 


64K 


24 


.95 


ATC165 


THUNDERFOX 


64K 


19 


.95 



Educational on Cartridge 



ATC061 


ADVENTURE CREATOR 


9. 


95 


ATC053 


ALPHABET ZOO 


9. 


95 


ATC0 62 


DANCE FANTASY CREATOR 


9. 


95 


ATC054 


DELTA DRAWING 


9. 


95 


ATC055 


FACE MAKER 


9. 


95 


ATC056 


KIDS ON KEYS 


9. 


95 


ATC0 6 3 


LINKING LOGIC 


9. 


95 


ATC0 4 0 


MATH ENCOUNTER 


9. 


95 


ATC137 


SKY WRITER 


9. 


95 


ATC045 


ATARILAB STARTER W/TEMP 


14. 


95 


ATC04 6 


ATARILAB LIGHT MODULE 


14. 


95 


PKGOOl 


ATARILAB STARTER TEMP & LI 


19. 


95 




Utility on Cartrldqe 






ATD305 


ACTION! 


59. 


95 


ATD308 


BASIC XE 


59. 


95 


ATD307 


BASIC XL 


59. 


95 


ATC2 2 5 


EXPRESS TELECOMMUNICATIONS 


59. 


95 


ATC079 


LOGO CART W/ MANUALS 


19. 


95 


ATD313 


MAC/ 65 


59. 


95 


ATC076 


MICROSOFT BASIC II 


29. 


95 


ATD316 


PILOT PROGRAMMING LANG. 


14. 


95 


ATC08S 


ASSEMBLER EDITOR 


19. 


95 


ATC120 


ATARI WRITER REV A 


29. 


95 


ATC122 


ATARIWRITER REV C (1027) 


29. 


95 


ATC085 


CPS SUPER SALT REV. A 


25. 


00 


ATD277C 


VISICM.C 


29v95 


ATC174 


MICROFILER 


22. 


SO 


ATC093 


MUSIC COMPOSER 


9. 


95 


ATC083 


400/800 SALT REV. 2.07 


25.00 


ATC081 


600/800XL SUPER SALT 


25. 


00 


ATC082 


810 DIAGNOSTIC TEST CART 


25. 


00 


ATC084 


810/1050 DISK BURN-IN 


25. 


00 



Super Special Cartridge Software for $5.35 each 



ATC095 3D TIC-TAC-TOE 

ATC008 ALIEN AMBUSH 

ATClOO ASTEROIDS 

ATC036 ASTRO CHASE (NO XL/XE ) 

ATCOll ATLANTIS 

ATC091 BASKETBALL 

ATClll CAVERNS OF MARS 

ATCllO CENTIPEDE 

ATC023 CHICKEN (NO XL/XE) 

ATC015 CLAIM JUMPER 

ATC 0 0 9 CLOUDBURST 

ATC047 DECATHLON 

ATC 106 DEFEia^ 

ATC031 DELUXE IRVADERS 

ATC032 DIAMOND MINE 

ATC113 DIG DUG 

ATClie DONKEY KONG 

ATC126 DONKEY KONG JR. 

ATC124 EASTERN FRC»T 1941 

ATC115 ET mam home 

ATC140 FINAL LEGACY 

ATC114 FOOTBALL 

ATC112 GALAXIAN 

ATC034 GORF (400/800 ONLY) 

ATC004 JOURNEY TO THE PLANETS 

ATC130 JOUST 

ATC133 JUNGLE HUNT 

ATG022 KABOOM! 

ATC005 MEGAMANIA 

ATG132 MILLIPEDE 

ATC096 MISSILE COMMAND 

ATC134 MOON PATROL 

ATC012 MR. COOL 

A3?Clt)4 PAC MAN 

ATC^31 PIUGO 



ATC050 PLATTERMANIA 

ATC107 QIX 

ATC03 7 RIVER RAID 

ATC 11 8 ROBOTRON: 2084 

ATC030 SLIME (NO XL/XE) 

ATC094 SPACE INVATERS 

ATC033 SPACE JOURflEY 

ATC17 7 SPIDER CITY 

ATC0 2 5 SPRINGER 

ATC096 STAR RAIDERS 

ATC092 SUPER BREAKOUT 

ATC127 TWmiS REALSPORTS 

ATC029 TURMOIL 

ATC028 WIZARD OF WOR 

ATCOOl ZENJI 

RETIRE 48K RftM 



ATC15 3 
ATC139 
ATC141 
ATC144 
ATCO 1 3 



ARCHON 
BALLBLAZER 
BATTLE ZONE 
BLUE MAX 
CHOPLIFTER - 
BRODERBUND 
ATQ163 NECROMANCER 
ATC138 RESCUE ON FRACTALUS! 
ATC14 2 STAR. RAIDERS II 

REQU IRE XL/XE WIflTH §4t^ 

\ ~' • ~ r~'.' ' — ' • — _!Jjm-^_L!_' J, ^L^^^^^^^^^^E 

ATC158 ACE OF ACES 

ATC15 9 DARi< CHAMBERS 

ATC146 DAVIDS MIDNGKT MAGIC 

ATC151 DESERT FALCON 

ATC518 PlilGHT SIMULATOR II 

ATC143 FOOD FIQiT 

ATC15 2 GATO 

ATC145 LODE RUNNER 

ATC154 ONE ON ONE BASKETBALL 




Cartridges No B ox No Documentation 



Cartridge only $5.00 



ATC 180 


3D TIC TAC TO 


16K 


ATC5 08 


ASTRO CHASE 


16K 


ATC169 


ABRACADABRA 


16K 


ATC183 


ACE OF ACES 


64K 


ATC184 


ARCHON 


48K 


ATCO 89 


ASSSMBia ED A 


16K 


ATC182 


ASTEROIDS 


16K 


ATCO 21 


ATARILAB TEMP 


16K 


ATC186 


BALL BLAZER 


48K 


ATCO 8 6 


BASIC REV A 


16K 


ATC187 


BATTLE ZONE 


48K 


ATei88 


BLUE MAX 


48K 


ATC189 


BUG HUNT (LIGHT G) 


ATC5 01 


CAVERNS OF MARS 


16K 


ATC190 


CENTIPEDE 


16K 


ATC197 


DAVID MID MAG 


64K 


ATG175 


DECATHALON 


16K 


ATC195 


DEFENDER 


16K 


ATC192 


DEMO IN STORE 


16K 


ATC193 


£»5MO XL/XE GAMES 


64K 


ATC196 


DESERT FALCON 


64K 


ATC500 


DIG DUG 


16K 


ATC198 


DONKEY KNG JR 


16K 


ATC117 


DONKEY KONG 


16K 


ATC125 


EASTERN FRONT 


16K 


ATC199 


ET PHOUE HOME 


16K 


ATC202 


FLIGHT SIM II 


64K 


ATC200 


FOOD FIGHT 


64K 


ATC201 


FOOTBALL 


16K 


ATC204 


GALAXIAN 


16K 


ATC203 


GATO 


64K 


ATC205 




16K 


ATC206 


HARDBALL 


64K 


ATC207 


JAWBREAKER 


16K 



ATC208 
ATC209 
ATC212 
ATC502 
ATC099 
ATC213 
ATC218 
ATC215 
A.TC170 
ATC105 
ATC504 
ATC506 
ATC216 
ATC217 
ATC5 05 
ATCO 9 7 
ATC507 
ATC219 
ATC2 21 
ATC2 20 

ATC185 
ATC191 
ATC168 
ATC224 
ATCO 80 
ATC129 
ATCO 7 5 
ATCO 90 



JOUST 16K 

JUNGLE HUNT 16K 

LODE RUNNER 64K 

MILLIPEDE ISiC 

MISSILE COHM 16K 

MOON PATROL 16K 

NECROMANCER 48K 

ONE ON ONE 64K 

OZZY'S ORCHRD 16K 

PAC MAN 16K 

RESCUE ON FRACT. 48K 

ROBOTRON 1 6K 

SKY WRITER 16K 

SPACE INVADERS 16K 

SPIDER CITY 16K 

STAR RAIDERS 16K 

STAR HAIDERS II 48K 

SUPER BREAKOUT 16K 

TENNIS 16K 

TRACK & FIELD 16K 



only $9.95 



BARNYARD BLAST 

CHOPLIFTER 
FANTASTIC VOY 
FIGHT NIGHT 
LOGO 

MS PAC MAN 

SUPER PAC MAN 
ASSEMBLR ED B 



only 



ATC121 ATARIWRITER A 

ATC123 ATARIWRITER C 

ATCO 8 7 BASIC REV C 

ATCO 7 8 MICROSOFT II 



(LG)48K 
64K 
16K 
64K 
16K 
16K 
16K 
16K 

20.00 
15.00 
15.00 
20.00 



JL 



n 



Sometimes, in- 
formation is not 
free - you have to 
work for it! 




by Bob Hardy 

Those of us who enjoy our 
"poww witbout the price", our 
"computers for peo^e^ or fan 
other words, our 8-Wt wonderii, 
hate to admit that there is any- 
thing wrong with Atari... but 
there have been a few moments 
when it couldn't be helped. 
There were bugs in Atari BASIC 
(Revisions A and 6) that co^id 
lock up l&e system hopelesa^,- 
causing you to lose anything 
you had in memory at the time. 

The Assembler/ Editor car- 
tridge (Rev. A) and its manual 
w^ another e^pimple... the 
cartridge got severely confused 
whenever you tried to trace or 
step through a binary program 
and encountered a "CPY 
command. Atari once sent me 
an errata sheet for the manual 
— 11 pages IdngI ' 

I have discovered another 
problem area, and it came from 
a most un^cpected source: the 
venerable Operating System 
User's Manual! 

This often overlooked, almost 

secret document contains lots 

of useful iri&uixiaticMi, especially 
for the sulvanced ptofgmamE^. 
Page 185, in Appendix F, shows 
a table of keyboard codes far 
ATASCII characters. This kfor- 
mation does not appear in any 



other publication I know of... 
not "De Re Atari", nor 'Your 
Atari Computer", nor "Mapping 
Tlfie Atoi**, nor any other of my 
Atari bibles. And guess what, 
campers... it's wrong. 

In short, there IS no authori- 
tative place to look up key- 
codes. I'm not talking about 
ATASCII codes, or the internal 
codes used when you poke a 
character directly into screen 
I'm talking about the 
codes that appear in location 
764 when a key is pressed. If 
you PRINT PEEK(764) when no 
key has been pressed, you get 
255, and you can POKE 764, 
255 to clear the keypress regis- 
ter. This is fairly well docu- 
mented, but what about witeti a 
key HAS been pressed? Ac- 
cording to the Operating Sys- 
tem UfictrW K^aiiiiidy a 
lower-case "a" keystroke should 
produce $3F (63), and it does, 
as does an upper-case "A". But 
according to that same publica- 
tion, SHI FT- A should yield the 
same value... and it doesn't. It 
also says that CTRL-A 3rields 
$3F: it also doesn't. 

I could put together a list of 
all possible values and the key- 
strokes they represent, but 
such lists are bom to get lost, 
or to be in the single most un- 
likely place when you are in the 
heat of a machine-language 
programming binge. Instead, I 
have created Keycode Getter. It 
runs on any 8-bit Atari with at 
least 32K or so, from the 400 
onward to the 130XE. 

How it works is very simple. 
You do a binary load from DOS 
with no caftridge present, and 
press START after reading a lit- 
tle introductory text, and then 
press a key. What it does is 
give you the ATASCII character 
(even "unprihtables" like TAB 
and RETURN), the decimal and 



hex number for that character 
in ATASCII, the decimal and 
hex number for that character 
in internal code (screen code), 
and the decimal and hex num- 
ber for the raw keyboard code, 
sudh as can be read from loca- 
tion 764. 

Keycode Getter works with 
eombination keystrokes too, or 
at least, with the combinations 
that actually produce a charac- 
ter» This excludes SHIFT- 
CONTROL- A, but includes in- 
verse CTRL- comma, for exam- 
ple. The main purpose of this 
pi^igraM is not £^ such obscu- 
rities, however. It is to make 
the common, ordinaiy codes ac- 
cessible^ the on^^ that you 
might very esusily want tb ^Hse in 
programming. You may want to 
see the codes for lower-case or 
mverse characters anyway. If 
so, you must press the Inverse 
key or the CAPS key for each 
letter, as the pro-am resets the 
K: device for all capitals, zuifi*- 
inverse, after each completed 
character. Just for your refer- 
ence, some keys that WONT re- 
turn an3rthing are: 

SHI FT- CTRL-A 
SHIFT-GTRL-B 
SHIFT-CTRL-C 
SHIFT-CTRL-J 
SHIFT-'CTRL-K 
SHIFT-CTRL-L 
SHIFT-CTRL-V 
. SHIFT-CTRL-X 
SHIFT-CTRL-Z 
SHIFT-CTRL-; 
SHIFT-CTRL-+ 
SHIFT-CTRL-* 
CTRL-1 

CTRL-4 through -9 

CTRL-0 

BREAK 

SHIFT, CTRL, CAPS or the" 
Inverse 

(Atari) key when with no 
other key 
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There is no doubt about the 
accuracy of the numbers the 
program gives you, since all but 
the keyboard codes can be 
checked in a number of other 
pteces, and tke keyboard cades 
thesiselves eare taken directly 
from the OS register known as 
CHI. It would be beyond my 
means to fuUy explain the sig- 
nificance of CHI here, but it is 
discussed in Mapping The 
Atari... let's just say that it con- 
tains ttie keyboard code of the 
last key accepted as input by 
the K: device. 

So when you want your pro- 
gram to accept keyboard input, 
like for a menu selection, and 
you don't want to use an error- 
trapped "get a key" lOCB rou- 
tine... or maybe you want to re- 
define kegra somel^w without 
having to mess witib the charac- 
ter tables, especially since they 
aren't all in the same places be- 
tween the 4@Q jmA BOO operat- 
ing system and the 1200XL, 
600XL, 800XL, 65XE and 
130XE opercuting systems... you 
can just leave K: device 

open, and look at location 764 
for ANY particular keycode you 
might want. ^Don't iarg^t to 
promptly replace it with a 255, 
if you want it all to end there!) 

I am making the source code 

available for those who are in- 
terested in machine language 
programming. It is written with 
MAC/65, but with only a little 
conversion it can be used with 
SynAssembler or the 
Assembler/Editor. Tl^^ ai^ a 
few points of interest: the deci- 
mal and hex routines could be 
adapted for almost any. fkiml of 
number display printout, and 
there are three separate screen- 
print routines^ each one usimtt a 
different m^AMmSI > ^ 

Feel free to pass Keycode 
Getter around. In my opinion. 



most people who write software 
are users who got unusually 
frustrated when they couldn't 
find software written the way 
they wanted it! I am no excep- 
tion. Tm SMEixious to the 
software YOU'LL write using 
Keycode Getter, too! 



10 
20 
30 
40 
50 
60 
70 
80 
90 

0100 

0110 
0120 
0130 
0140 

biso 

0160 
0170 
0180 
0190 
0200 
0210 
0220 
0230 
0240 
0250 
0260 
0270 
0280 
0290 
0300 
0310 
0320 
0330 
0340 

»sso 

0360 
0370 
0380 
0390 
0400 
0410 
0420 
0430 
0440 
0450 
0460 
0470 
0480 
0490 
0590 
0510 
0520 
0530 
0540 
0550 
05«0 
0570 
0580 
0590 
0600 
0610 
0620 
0630 
0640 
0650 
0660 
0670 
0680 
0690 
0700 
0710 
0720 
0730 
0740 



KEYCODE3.M65 

Rewritten 11/87 by Bob Hardy 
from an original progrcun 
by Bob Hardy 

Revision of 



OPT OBJ 
OPT HO LIST 

INCLUDE #D8 : SYSEQU.M65 
INCLUDE #D8 : MACROLIB . M65 
INCLUDE #D8 :GR£QU.M65 
INCLUDE #D8: GRAPHICS. If65 



Equates 



The lOCEs are the Atcori ' s I/O 
clHUMCiels. They mre a 'safe' 
way to do I/O in that they are 

always conpatible and always 
'legal' . The worst you can do 
with lOCBs is an I/O error. 
lEllere are no illegal* 



ICCOM = 
ICBAL = 
ICBAH = 
ICBLL « 
ICBUI « 
ICAXl = 
ICAX2 » 



$0342 
$0344 
$0345 
$0348 
40349 
$034A 
$034B 



;comnand 

;buf . adr . , lo 

;bu£. adr. , hi 

;bii£. leh. , lo 

"ten. , hi 



;AUX1 
;AUX2 



OS REGISTERS, ETC. 



These are too conplex to try 
to document here. For details 
see 'Mapping The Atari' from 

eoMmtf booHs. 

WARMST = $08 
BOOT? = $0 9 
POKMSK = $10 
;ZitAE06M « $S2 

;SAVMSC = $58 
INVFLG = $02B6 



SHFLOK 
; COLOR! 
;C0L0R2 
;COLOR4 

CRSINH 
CHI = 



$02BE 
= $02C5 
m $02C€ 
s $02C8 

= $02F0 

$02F2 



CHREG = $02FC 
DSPFLG « $02FE 
COHSOL » $DOXr 
IRQEN = $D20E 
PUTBYTES ~ $0B 

;VECTORS 



(709) 

(no) 

(712) 



(764) 



COLDST = 
KEYDEL = 
;CIOV = 
WJOOfSV m 



$0244 
$02F1 
$E456 
$E474 



ZERO -PAGE 2 -BYTE POINTERS 



0750 
0760 
0770 
0780 
0790 

e«oo 

0810 
0820 
0830 
0840 
0850 
0860 
0870 
0880 

0900 

0910 
0920 
0930 
084« 
Q9S0 
0960 
0970 
0980 
OdtO 
1000 
1010 
1020 
1030 
19U 
1050 
1060 
1070 
1080 

io*<r 

1100 

1110 

1120 

1130 

1140 

1150 

1160 

1170 

1180 

1190 

1200' 

1210 

1220 

1230 

1240 

1250 

12 60 

1270 

1280 

1290 

1300 

1310 

1320 

1330 

1340 

1350 

1360 

1370 

1380 

1390 

1400 

1410 

1420 

1430 

1440 

1450 

1460 

1470 

1480 

1490 

1500 

1510 

1520 

1530 

1540 

isse 

15«0^ 

1570 
1580 
1590 
1600 

1620 
1630 
1640 



SCRPTR = $CB 
TXPTR « ^CD 

;KEYPRXSS VALTJZS 



CONSOLE KEYS 



SELECT 



ATASCII CHARACTERS 
- $20 

CHREG VALUES 
$4000 



¥OP 



CLC 

CLD 

JSR NOBREAK 
LDA SAVMSC 
SCSFm 
LliMk EftVMSC-l-1 

STA SCRPTR+1 
JSR SETUP 



DiscQ>le BREAK 
Store start 

of SCObMl 

.;wiiniiry in E80 
; screen pointer 
Print opening 
message and 



;Rill BREAK 
; Tn rn cursor 
;on, noxmail 
;CTRL chars 
; Black border 
;Le£t xnaxgin=2 

;Gray backgrnd 
;White letters 



RESTART 

JSR NOBREAK 
LDA #0 
STA dftSINH 
STA DSPFLG 
STA C0L0R4 
LDA #2 
STA LHARGN 
STA C0LOil2 
LDA #$0A 
STA COLORl 

LDX # <MZkINSCRN /Print the 
LDY # >MAINSCiai /main scm 
LDA #90 
JSR PRINT 
JSR OPENK 
LDA #NOKEY 
S^ CHRBe 
LDA #0 
STA INVFLG 
LDA #64 
STA SHFLOK 
JSR KEYCHK 
a^SR KBYIN 
JSR CLOSEl 
LDA CHI 
STA KEYBUF 



JSR MAKBnrr 



;OPEN K: 
; Clear key reg 

; Clear Inverse 

;lock . 

4Set all CAPS 

;W!ait for key 
;press 4 get Icay 

;Close K: 
;Gret last key 
/accepted & 
store it. 
/ATASCZZ code 
is converted 
to internal 
code and 
stored in 



LDA waxmjw 

JSR MAKEDEC 
LDY #2 



; Recover 

keyboard code 
/Convert to ^ 

ATASCII digits 



MOVKEYDEC 

LDA ATAHUNS,Y /Move the 

STA KEYBDEC.Y /result to 

Dnf ''lUi'ffiWC 

BPL MOVKEYDEC 

LDA KEYBUF /Get keyboard 

JSR HEXCONV /code amd 

LDY #2 /convert to HEX 



LDA ATAHUNS,Y /Move the 
STA KEYBHEX,Y /result to 
DEY ; KEYBHEX 
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1650 


BPL 


MOVKEYHEX 


2550 

«w vi' W 




■7 A c: ft 
J fl D U 


STA 


ICBLL^X 




1660 


LDA 


INTBUF ;Get internal 


2560 


ocj^ nXiXiXfurtft r , f<o . . . 


"3 A £ft 


LDA 


#0 


/Lenhi«0 




JSR 


IflklSDBC ;code .& convert 




v/dKv NaZAiR / XeS 1 


4 4 ^ A 

3470 


STA 


ICBLH,X 


1680 


LDY #2 ;to ATASCII 




U5K U.tUii>J&X /C/ZiMSB KI 


3480 


LDA # <ATBUF /Point to 








2 Qft 


IjJJ/v AloUi! , Frint tne 


3490 


STA 


ICBAL,X 


/ ATBUF 


1700 


MOVHARDEC 


2 n 


ciiK bcKrUi ,xey pressed 


350 0 


LDA 


# >ATBUF 




LDA 


ATAHUNS,Y ; Store the 


ic: oi.U 


JMP RBSTART /and restart. 


3510 


STA 


ICBAH,X 




X WAV 




■SfO A 




3520 


JMP 


CIOV 




1 7 0 


DEY 






# iv« jr« Ou v«i n^x0 • 


3530 


• 






1740 


BPL 


MOVHARDEC 








/ Open 


the k^^oard. Holding 


1 7 


LDA 


INTBUF ;Get internal 






3550 


; visible happens, but you can 


1 7 6n 


JSR 


HEXCONV ;code & convert 




JSR SCRPUT /Print the key 


3560 


/ read from the 


keyboard now. 


X 1 IV 


LDY #2 ;TO HEX 




«75«r C3*QSbX /CJiCMMIt- K: 


4 P *V A 

3570 






1780 






^ oo u 


vwlaL %i»mmmm» /v/XOS<S «C 


4 e A A 

35S0 


OPBHK 






1 7Q0 


MOVHARDHEX 


o con 


jljDa ifNOKEY /Clear cmtss 


O C 

3590 


OPEN 1,4,0, "K:" 


1800 


LDA 


ATAHUNS^Y ;Move the 


2700 




o Cft ft 

J bU U 


RTS 






XoXU 


STA 


HARDHEX^Y ; result to 


^ / J.U 


LDA ff^FF /Hormal RESET 


3610 








Xw& V 


DSY 




^ I2U 




3620 


/ Close 


IOCS #1 


End-of-file. 


X o o u 


BPL 


MOVHARDHEX 


« /.9 V 


LDA f 1 /XWJJL vS «ULSX 


3630 


/ We got our keypress. Q'lsw'e! 


1 Q dO 
XO tyJ 


LDA 


ATBUF ;Get ATASCII 




STA BOOT? /boot was OK 


3640 








XO 3U 


JSR 


MAKEDEC ; char code and 


O "7 C ft 


LDA ffO ;ana no reboot 


3650 


CLOSEl 






1860 


LDY 


#2 /convert to DEC 


27 60 


•3 -Ln. (..UXtiJ^J. , on WaXillS uax U . 


C Cft 

J bbU 


CLOSE 1 




Aw r w 


• 

f 




j£. r. tV - 


^X4£sk' A • ^ ^ f « * M ^ w» 

y , crUXXxy SGJTQQn. 










1880 

A O w w 


MOVATDBC 






3 GOV 


• 






1 8 QO 

XO 7U 


LDA 


ATAHUNS,Y ;Store the 


o T Qn 

/ irU 




1 

3690 


; Close 


IOCS #0 


We're exiting. 


1 QO n 

X 9U si 


STA 


ATDEC,Y ; result in 


o o n n 
^ o U U 


/ 


3700 






1 Ql 0 

X 7X w 


DEY 


ATDEC 


o Q 1 n 




3710 


CLOSEO 








BMi 


MO^VASDBC 


4C tf 


r 5w>rouxxnes 'Unat;^ naxe the 


372Q 


CLOSE 0 




1930 

X 7 W 


LDA 


ATBUP ;G«t ATASCII 


2 fi A 


, zxow or vne program worx . 




RTS 






X 9 *i U 


JSR 


HEXCC»IVr ;Conv«£:t to HEX 


o Q /I n 
^ o ^ U 




3740 








X 73 W 


LDY 


#2 


O D c: n 
b 3 U 




37 50 


; Turn ATASCII keycode into 


1 Q6n 

X90U 


• 




^ o bU 




3 / 60 


; hardware (internal) code 


X9r f V 


MOVATKBX 


'yon r\ 


/This is a general purpose 


3770 


; and store the 


result in 


X 90 w 


LDA 


ATAHUNS,Y ;mB& fl^or* ^br 


4ftaA 


> byres^ B : 


37S0 


/ INTBUF. 




X 7 7 V 


STA 


ATHEXvY ;jEmtl.t in ATISQC 


z o y (J 




37 90 








2000 

i& W W V/ 


DEY 






/ 


o o rv A 
Jo 0 0 


MAKEINT 






2010 

& W A V 


BPL 


MOVATHEX 


2 Qi n ■ 


* T^^i^^ ^ O /H ^ O O T V\ T ^ « O 


"3 O 1 ft 


LDA 


ATBUF 


• TV 1^ C X T" 

, C»et A1A2CXX 




X2MI 


#1 /Turn cursor of£ 


O 0'>A 


^itry in x,y. 


4 A A A 

3820 


BMI 


FZXHI 


/If inv, fix. 


2030 

^ W w 


STA 


CRSINH 


^ 9 J U 






r 






2040 


LDX 


# <ATAMSG ; Print ATASCII 


2 Q40 


^ J.I1 xeng^uii XiX xs 


^ Q A ft 


LOPCEY 






2050 


LDY 


# >ATAMSG /message 


2 QRO 
<<1 ^ z> u 


r axways assujnea be zero . 


O O C ft 
JO D U 


CMP 


#32 


;Key>31? 


2060 


LDA 


#ATALEN /rosg. length 






O O ^ ft 


BCS 


MIDKEY 


;Yes . 




jsil 




2Q7Q 


JErJU.Mx 




CLC 




/No - add 64. 


2080 


LDA 


SA\aiSC ;Ackt $0^70 to 


9eSA 


xwBnjU /dNMBrxOi*A 


9 A A n 


ADC 






2090 


CLC 


/scrn ptr 


2 QQO 

^ 7 27 U 


1jLJJ\ if V ,XUL.I3ffU (fi.j 


*} O Oft 

JO yu 


STA 




/Conversion 


2100 


ADC 


#$70 /low byte. . . 


■5 n n n 
■3 u u u 


oiA xUoJUiifA ,ijenxo=A 


o r\ o o 
3 30 0 


RTS 




/coneplete. 


2110 


STA 


SCRPTR 


.9 U X u 


lA/i fXiennx— u 


O Q 1 ft 
J9XU 






2120 


LDA 


Uemse^X /high byte. . . 




O Xii AWBiMt , A 


9 AO A 


MIDKEY 






2130 

^ X «J V 


ADC 


#1 


^A 


xXA ,Jicirnx*z 




CUP 




/lley>#5? 


2140 


STA 


SCRPTR+1 


"^0 40 


*^TA TPRAH V 
o J. i\ X jLJxvn f ^ 


"3 QA ft 
J J 1 U 


BCS 


HIKEY 


;Yes - fix. 


2150 


LDA 


INTBUF /Get char & 


3050 


LDA #PUTBYTES -Put ciraid 


3950 
«^ ^ «j ^ 


SEC 




/No - subtract 


2160 


LDY 


#0 /poke it into 


"^0 60 

w v7 w 




^ O Cft 

J 7 bU 


SBC 


#32 


;32 from key. 


2170 


STA 


(SCRPTR) ,t /scrn RAM 


/ w 




O QT ft 


STA 


INTBUF 


/Comrersion 


2180 


LDK 


# ^SKOS^ /Print haurd- 


3080 

^ w o w 


JMP NOBRE&fC 




RTS 




/coRipIete. 


2190 


LDY 


# >KEYMSG /ware mftssage 


3090 

•J w 7 V/ 




"? Q Qft 

■5 y y u 


f 




2200 


LDA 


#K£YBL£N /msg. length 


3100 


f I k JL ^ O U-k./ ^ L' X i X X 1 i L- O IviXV 


40 0 0 

*« U \J u 


HIKEY 






2210 


JSR 


PRINT 


X X v 




A ft 1 ft 
U X U 


CMP 


#128 


;Key>127? 


2220 


JSR 


OPl^K /Clear siny 




, scdwnxsxor x.o xne screen. 


y| ft o ft 


BCS 


FIXHI 


/Yes. 




LDA 


#1K>KEY /k^^resses. . . 






M A 9 A 

4030 


STA 


INTBUF 


/Ho - conversion 


2240 


STA 


CHREG 


X 1 u 


c f D PTTT 


A ft A ft 


RTS 




/ unnecessary . 


2250 


BNE 


QUITS? 


-J X O V/ 


XT rLrV , o ct V XT /\ £V6M • 


4 n c; n 
U D u 


r 






22 60 


DONTQUIT 


^ 1 cn 
Ji du 


T r>v Jift - T/^/^n U r\ 


40 60 


FIXHI 






2?70 

£4b f V 




NOQUIT 


"5 1 T ft 


'FV A 


40 7 0 


AND 


#$7F 


/Clear bit 7 


22fi0 


• 










JSR 




/CSo do usual 


2290 


; Is th« user finished? 


31 QO 


<^TA TfRT.H V 


A A OA 
tV 9U 


ORA 


«^80 


/ conver s i<m , 


2300 






7 ? 0 n 

O ^ VJ w 


Tna i< PTTTPVTir C* .Duf- r^mnA 
±jL)i\. ff r^U X Q X 1 do , truu CIISICL. 


A 1 ft ft 
^ X U U 


STA 


INTBOF 


/reset bit 7, 


2310 


QUITS? 




3210 


O X r\ X ^ W£M f ^ 


'i X X U 


RTS 




/and done. 




LDA tXBSfSXSL /Select press? 


2 2 n 


JET x>/\ ,n.es 1.0x6 /i. diia. 


A 1 O ft 
4 XZ U 








2310 


OfP 


#selk:t 


3230 


wins wxvv r^xxu^ . 


Al 3A 


/ Ife don't want 


any errors 


2340 


BNE 


DONTQUIT ;Nope. 


32 40 




vx w 


/ crippling the 


prograon, so. . . 


2350 


LDX 


# <QUITMSG ;Yes! 


32 50 


T^f*^ TaTO r^y r^/^ TxTO not" Vi^^ro ^ 


41 RO 

1 X D U 








2360 


LDY 


# >QUITMSG ;Get user to 


32 60 


■ V ovnrci <? KFYPHK ura -i f « iir\+-il 
/ ^^_y_^x^oo . iNXiX^iiXv wcLXUd unuxx 


4 1 n 

1 X D U 


NOBREAK 






2370 


LDA #QMSGLEN /confirm. 


3270 




4 1 T 0 
1 X / u 


LDA 


POKMSK 


/Disable the 


238t> 


JSR 


PRIIIT 




r 


A1 fi^ 


AND 


#$7P 


; BREAK key 


2390 


JSR 


KEYCHK /Wait for k«y. 


32 90 


XNJE* X V.I1 £V 


41 Oft 


STA 


P08MSK 


2400 


JSR 


KEYIN /Get ke;^|^«SS. 


n n 


XiUA unKjMj ,Any xeypress r 


A O ft ft 


STA 


IRQEH 




2410 


LDA 


ATBUF 


^ "3 1 ft 


(J^ir ffMUrvtiX 


y| o 1 ft 

4210 


RTS 






2420 


AND 


#$7F /ASCII only 




own Tf'PVr'UK' • KI/~.'rN^^ 

d£jU rJEiXcnxs. , iMope . 


AO o n 








2430 


CMP 


#'Y it *Y"? 




Kx5 , Xep ! 


M f% 9 A 

42 SO 


/ We want a nice display for the 


2440 


BEQ 


EXIT ;y^i|yp«r! 


^3A.A 




il O il A 

4240 


/ iLser to look at , and w» liiraAt 


2450 


JSR 


SCRPUT /Hope. Print it 


3350 


f Irtki riciV^ cX Js.^j/^^Xw5S . Xj€v 8 


A O c: ft 


/ the user to understand what is 


2460 


JSR 


CLOSEl 


3360 


; read it through lOCB #1. 


4260 


; going 


on . We ' 


11 dress up the 


2470 


LDA 


#EOL /Print an EOL 


3370 


; (where the keyboard happens 


4270 


/ screen 


L a bit and print out our 


2480 


JMt 




3StO 


/ te slreaid^ l»e > 


4280 


/ explanatory message. 


2490 


JSR 


GR.O rgmciM^ s«:re««i 


5390 




4290 








2500 


JMP 


RXSTftRT ;aiKl restart. 


3400 


KEYIN 


4300 


SETUP 






2510 


ALLDONE? 




3410 


LDX #$10 ;IOCB #1 


4310 


LDY 


#0 


; Black screen 


2520 


JMP 


QUITS? 


3420 


LDA #7 ;pet bytes 


4320 


STY 


C0L0R2 


/and border 


2530 






34S0 


sum tcc<m,x 


4330 


STY 


C0L0R4 




2540 


LDA 


ClffiBS /ik). , ,AKY key? 


3440 


USJk #1 . /Lenlosl 


4340 


LDA 


#10 


/White text 



#aiiUiy*y/FelH*uary T9#5 
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STA COLORl 

LDA # <INTnOTX /Point TXPTR 
WOL tXPTR ; at HITROTX 
LDA # >INTROTX 
STk TXPTR-t-l 



4350 
4360 
4370 
4380 
4390 
4400 ; 

4410 FASTPRNT 

XDA (TXPTR) ,T ;0«t scrnt«xt 

CUP #128 ;Last char? 
BEQ STARTPRS ;Y©s-ch3c START 
STA (SCRPTR) ,Y ;No, move 
WC ;«har to 



4420 

4430 
4440 
4450 . 
4460 
4470 
4480 
4490 
4500 
4510 ; 

4520 STARTPRS 

LDA CONSOL 
CMP # START 
BNE STARTPRS 
BTS 



INC SCRPTR+1 
INC TXPTR+1 , 
BNE FASTPRNT 



;Step up SCRPTR 
azul TXPTR 



START prossod? 



;Nope ! 
Yos! 



.0 



GRAPHICS 
RTS 



Ktt«p th« macro 
0 /from needlessly 
;b«ing reassenfcled 



Buffara, text & storage space 



4530 
4540 
4550 
4560 
4570 
4580 
4590 
4600 
4610 
4620 
4630 
4640 
4650 
4660 
4670 
4680 KEYBUF 
4690 .DS 1 

4700 INTBUF 
4710 .DS 1 

4720 AIBUF 
4730 .DS 1 

4740 ; 

4750 NAINSCRN ^ 
4760 .mew J.25,BOL,''Keyoode 

Getter" ,waL 

4770 .BYTE "Written by Bob Hardy 

with MAC/ 65" ,EOL,EOL 



4780 


.BYTE 


you wnnt codes: 


4790 


AXMISG 


4800 


.BYTE ] 


4810 


.BYTE 


4820 


.BYTE 


4830 




4840 


• 


4850 


ATDEC 


4860 


.BYTE 


4870 




4880 


ATHEX 


4890 




4900 


ATXLIIf « * 


4910 


• 


4920 


KEYMSG 


4930 


.BYTE 


4940 


.BYTE 


4950 


HARDDEC 


4960 


.BYTE 


4970 




4980 


HARDHEX 


4990 


.BYTE 


5000 


• 


5010 


.BYTE 


5020 


.BYTE 


5030 




5040 


KEYBI»C 


5050 


.BYTE 


5060 




5070 


KEYBHEX 


5080 


.BYTE 


5090 


.BYTE 


continue. " ,BOL 


5100 


.BYTE 


exit 


. " , EOL 


5110 


KEYBLEN • 


S120 


• 


5130 


QOITMSG 


5140 


.BYTE 


5150 


.BYTE 


(Y/N) '',EOL,EOL 


51C0 




5170 


• 


5180 


; Convert 



"Char: 



,EOL 
' ,EOL 



Hex: $" 

« ",BOL,BOL 
-ATAMSG 

"HardMttre oode:",BOL 
"Dec: " 

Hex: $" 
" Keyboard code : " , EOL 



" , EOL , EOL , EOL , EOL 
"Press <aS09aK> to 



♦-KEYMSG 



QUIT Keycode Getter' 



5190 
5200 

5210 

5220 

5230 

5240 

5250 

5260 

5270 

5280 

5290 

5300 

5310 

5320 

5330 

5340 

5350 

5360 

5370 

5380 

5390 

5400 

5410 

5420 

5430 



;Save A in X 
;Zcro out all 
;the decimal. 
;oov»ter regs. 



MAKBDEC 

TAX 
LDA #0 
STA HUNS 
STA TENS 
STA ONES 
LDY #2 
LDA #SPACE 

f 

CLRLOOP 

STA ATAHUNS,Y ;Fill Xfl^mft 
DEY ;wlt^ spaces 

BPL CLRLOOP 

TXA ; Restore val A 



;100 or more? 

;No. 

;Yes! 

; Subtract 100 
;IHC 100 -counter 
jTry again 



CMP #100 
BCC TENTEST 
SEC 

SBC #100 
1^ HUNS 



TENTEST 



5440 




#10 


;iO or more? 


5450 


BCC 


ONETEST 


;No . 


5460 


SEC 




;Ye3 ? 


5470 


SBC 


#10 


; Subtract 10 


5480 


INC 


TENS 


;INC 10 -counter 


5490 


AfP 


TENSEST 


;Try again 


5500 . ; 








5510 ONETEST 






5520 


CMP 


#1 


;Done? 


5530 


BCC 


HUN2ATAS 


;Yes! 


5540 


SEC 




;N^pe. 


5550 


SBC 


«1 


; Subtract 1. 


5560 


INC 


ONES 


;INC 1 -counter 


5570 


JMP 


ONETEST 


; " 1 " more time ! 



5580 
5590 
5600 

5610 

5620 

5630 

5640 

5650 

5660 

5670 

5680 

5690 

5700 

5710 

5720 

5730 

5740 

5750 

5760 

5770 

5780 

57 90 

5800 

5810 

5820 

5830 

5840 

5850 

5860 

5870 

5880 

5890 

5900 

5910 

5920 

5930 

5940 

5950 

5960 

5970 

5980 

5990 

6000 

6010 

6020 

6030 

6040 

6050 

6060 

6070 

6080 



HUII2ATAS 

TAY ;0 in Y 

LDA HUNS ;Any hundreds? 

BEQ TEN2ATAS ;Nope. 

JSR MAKEATAS ;Yes, fix digit 

STA AlEMtONS^Y ; Store it 

INY 

TEN2ATAS 

LDA TENS /Convert tens 

JSR MOSATAS 

STA ATAHUNS>Y ; Store it 

INY 

LDA ONES /Convert ones 

JSR MAKEATAS 

STA ATAmmS^Y ; Store it 

RTS 

; Turn reg. value into a digit. 



MAi^TAS 
CLC 

ADC #$30 
RTS 



/Return ATASCII 
/numeral in ACC 



Convert binary nuirtoer to HEX. 



KEXCONV 

TAX 
LDY #2 
LDA # SPACE 



;Save A in X 



HBXHI 

STA ATAHUNS,Y ;Fill ATAHUNS 
DEY 



BPL HEXHI 



AND #$F0 

ROR A 
ROR A 
ROR A 
ROR A 

. am #10 

BCC HEXLO 
JSR FIXHEX 

WtSBLlO 

JSR Momnus 

STA ATAHUNS 
TXA 



rwith spaces 

; Restore val A 

; Knock out lo 
rnybble. . . 



?>9? 

;No. 
;Yes ! 



/Convert to 
ATASCII . . . 



6090 




AMD #$or 


/ Knocx ou w nx 


6100 




CMP #10 


f llYDSJ a. S . . . 


6110 




BCC HEXNOW 




6120 




JSR FIXHEX 


, xes ! 


6130 


r 






6140 


KBXNtXf 




d KA 
OX9v 




JSR MAKEATAS 


•fonveirt to 






STA ATATENS 


• ATASCII SUld 


CI in 




RTS 




6180 


• 






€190 








K><C U U 




CLC 




6210 




ADC #7 


;10 into A, 


6220 




RTS 




6230 


• 






6240 


INTROTX 




6250 




.S»Y» " 

fi 




6260 




.SBYTE " 


Keycode Getter by 


Bob Hardy " 


Vers. 3.0 


^0 




.SBYTB ** 


04/89 






6280 




. SBYTE " 

N 




6290 




.SBYTE ** 


Not all key- 


•tr^es 


%rill Mork with " 


6300 




.SBYTE " Keycode Getter. You 


will 


not be able " 




6310 




.SBYTE " to 


read CTRL-1, CTRL 


4-9, 


CTRL-0, - -f". 




6320 




vWRHi " Conso^v keys or 


BREAK. 


You cannot 




6330 




SBYTE " read the CTRL, SHIFT, 


CAPS 


or 


Inverse " 




6340 




SBYW '" Keys when pressed 


alone. 


If you use 




6350 




. SBYTE " the CAPS or Inverse 


keys 


, you must " 




6360 




. SBYTE " press them AGAIN for 


the 


next key. " 




6370 




.SBYTE " 





6380 SBYTE " Keyboard Codes 

cu:e not usually " 

6390 .SV0m * needed. Y09 CAN find 

wmxji uses for " 

6400 .SBYTB " the ATASCII and Hard- 

ware Codes in " 

6410 . SBYTE " BASIC or Asseirbler 

progrcumdng . If " 

6420 . SBYra ** 3^m DO need Keyboard 

Codes , remerrber " 

6430 . SBYTE " that the keyboard 

doesn't distinguish •? 

6440 .SBYTE be(t«#e«ti caps and 

lower -case keys, or ** 

6450 . SBYTE ^ between nomal and 

inverse letters .. " 

6460 .SBYTE " 



6470 

6480 
cont 
6490 
6500 
6510 
6520 
6530 
6540 
6550 
6560 
6570 
6580 
6590 
6600 
6610 
6620 
6630 
6640 
6650 
6660 
6670 
6680 
6690 
6700 
6710 
6720 
6730 



SBYTE 



SBYTE " 



Press <SIART> to 



inue . 



; . . . and a f lag^ to show 
;the end of the text. . . 

.BYTE 128 

KDEV 

.BYTE "K: " ,BOL 

;ATASCII DECIMAL REGISTERS 

ATASqUS .DS 1 
ATATBtiS .DS 1 
ATAONES . DS 1 

; DECIMAL COUNTERS 

HUNS .DS 1 

TENS .DS 1 
ONES .DS 1 

♦« $02B0 

. I90BD TOP 

.END 
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More 658 1 6 mutterings from 
Bob Woolley 




I'd like to begin this month's 
discussion by reviewing what 
we will accomplish with this 
modification, what we won't, 
and what we can't. A number of 
8-bitters have commented on 
the project, raising a few valid 
questions and concerns. 

Fixst, a cteafer overview of the 

project: 

This PBI hardware is de- 
signed to add additional com- 
puting power to your existing 
8-bit Atari computer. MAJOR 
computing power. With a GR.O 
screen, the 8-bit has approxi- 
mately 20,000 CPU cycles to do 
things with during each video 
frame. This project adds an ad- 
ditional 210,000 CPU cycles to 
that capability. Along with the 
additional cycles, a 65816 also 
includes more efficient instruc- 
tions and 16 bit operands. 
These two factors can result in 
a 2000% (20x) speed increase 
over the standard 1.79mhz 
6502. This upgrade will 



increase the practical range of 
such tasks as image processing, 
page formattii^, or data com- 
pression and' probably repre- 
sents the maximum resonable 
clock speed we will get on our 
Atari with current technology. 
Slower and more versatile 
methods may be employed to 
'crank up the clock' - but that is 
not the focus of this hack. This 
is maximum overdrive. Kinder 
and gentler modifications will 
come later, OK? 

What do we have to give up? 

If we could construct a com- 
plete, new circuit board for the 
entire 8-bit computer, nothing 
would be lost in this upgrade. 
But, nobody could afford it. 
So 

Memory upgrades are out. 

We can't use any of the internal 
li^mory because we can't make 
it run at 14mhz. Maximxmi 
overdrive, remember? This does 
not preclude expanding 



memory past 64K (more on that 
later), but the DRAM bank J»e- 
lected, $D301 type upgrades 
are out for now. This is not so 
bad... Even the biggest, baddest 
IBM PCs cannot run madn 
memory at 14mhz. A 66mhz 
IBM actually runs a small por- 
tion of its memory (the cache) at 
33 mhz and pages (moves) data 
to and from main memory at 
8mhz. Even the cache can't run 
at 66mhz - only the CPU inter- 
nals cmi run tiaat las^. Om^ AUX 
processor runs all of its memory 
at 14mhz. This means that a 
poorly witten IBM routine (one 
that jumps all over main mem- 
ory) will run slower on a 66mhz 
PC than on the Uj^aded Atari 
(actually, the 65816 executes 
many instructions in fewer cy- 
cles than the 80x86 devices - a 
14mhz 65816 will run on par 
with a 25mhz 80x86 in many 
applications). 

The old Atari hardware is not 
available to the AUX processor. 
This includes ANTIC/GTIA, PIA, 
POKEY, cartridge and the PBI 
buss. None of these chips will 
run faster than 1.79mhz any- 
way, and the existing 6502 will 
stiU retain full functions on the 
hardware (including the PBI). 
The shadow registers are avail- 
able, of course. $2FC will show 
you the last keystroke and 
$2C4 will set playfield 0 color 
and lum, for example. You will 
be able to alter the dii^ay list 
at $230 from the AUX processor 
as well as write directly to the 
screen at ($58) just like you did 
from the 6502. Just be a lot 
faster...... 

Without an active effort on 

your part, it will not add any ca- 
pability to your machine. It 
does require that software be 
specifically targeted to run in 
the AUX processor. This does 
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not necessarily mean that code 
will have to be written for the 
816. 6502 routines that do not 
use the hardware registers may 
well run without major modifi- 
cations. All that is required is a 
CALLing code segment in the 
6502 and parameter passing 
routines between the two CPUs. 
The AUX CPU has the option of 
using or not using the 6502s 
zero page and stack or any 
other memory. Existing code 
blocks (floating point math rou- 
tines at $D800 - $DFFF come to 
mind) can be moved and run 
with a little effort. The AUX 
processor has access to ALL of 
the 6502 RAM as well as his 
own, independent 64K block. 

What might we get (besides 
turbo speed)? 

Gne very Aice aspect of this 

hack is the utility of having in- 
terrupts handled by the existing 
6502. This allows the 65816 to 
run a continuous routine with- 
out interruption - a necessity 
for high speed data transmis- 
sion. Many devices (modems, 
floppy drives, video capture 
ADCs) have very little capacity 
for holding data as it is being 
read or written. A floppy, for in- 
stance, starts reading a sector 
of data from the diskette with 
only two b3^es of storage. If you 
don't read the data from the 
controller by the time two bytes 
are waiting, the rjead fails with 
an overrun. What this means is 
that if you take an interrupt 
during a read or write (where 
the CPU has to stop what it is 
doing and service the inter- 
rupt), the current sector will 
have to be re-run. This requires 
you to wait until that se6tor 
spins around under the head 
again - 200ms. This makes for 
very slow floppy drives. When 
using a modem, even the IBM 



systems require special buffers 
to run at high speeds (over 
9600 baud). Adding floppy con- 
trollers, serial ports and A/D or 
D/A converter chips to the AUX 
processor will not only allow 
very high speed operations, but 
the normal Atari interrupts for 
VBI, DLI and timers can still 
take place concurrently. 

Consider the current SIO or 
PBI hardware. A 1050 is a 650x 
processor that runs a single 
floppy and communicates with 
the main CPU via the SIO. The 
850 is a 650x processor that 
does serial and parallel trans- 
missions, also communicating 
to the 6502 via SIO. Same for 
the P:R connectioti, the XF551 
and most other SIO devices. 
With the AUX processor, all 
these operations can be han- 
dled at high speed with commu- 
nication directly into memoiy. 
Even new functions can be im- 
plemented on the AUX proces- 
sor, since it will be designed to 
seamlessly accept additional 
I/O chips. 80 column adaptors, 
A/D converters and SCSI inter- 
faces fit into this categoiy and 
present the only practical path 
for scanners and video capture 
devices (although the 8-bit has 
a low resolution display, it can 
certainly manipulate large 
graphic files as well as print 
them - even a high end PC does 
not have the resolution to dis- 
play a full page 300 dpi laser 
image). 

To work on large data objects 
may require much more than 
128K of total memory. The cur- 
rent 20ns SRAM chips cost $20 
each - a price that is low 
enough to allow 4 or more 
banks to be included in the up- 
grade. This would allow 512K or 
more of high speed memory to 
be accessed by the 65816 or 



even the 6502. It may even be 
possible to use the old $D301 
control scheme for the 6502 
while the 65816 will use all the 
SRAM memory directly. 

OK, enough dlscussioia. Where 

were we? 

Fine Tooned Engineering has 
now made available a 65816 

upgrade that plugs into your 
existing 8-bit (those with 6502C 
processors - CO 14806). It runs 
at the same speed as the old 
6502 and seems to run all the 
same software. Installation is as 
simple as unplugging your 
6502 and inserting the new 
board. Almost all systems have 
socketed 6502s, so no soldering 
should be required (you 130XE 
folks get the short stick on this 
one). Once installed, the com- 
plete 65816 instruction set will 
be available to machine lan- 
guage programmers, including 
native mode and extended ad- 
dressing (with no other 
changes/ extended addressing 
is of little value, but a fairly 
simple external upgrade 
plugged into the PBI can pro- 
vide useful extended memory 
space). 

The new instructions 

Many of the old instructions 

can be executed on 16 bit oper- 
ands (ADC, LDA, PHA, etc.), but 
16 bit operations require native 
mode which I will discuss later. 
The instructions I am going to 
outline are all available in 6502 
emulation mode (you default to 
emulation mode after RESET). 
Just code them in! 

srz 

How often do you want to 
load $00 into a memoiy loca- 
tion? Instead of LDA $00 and 
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STA $mmmm, you can now just 
STore Zero - STZ $mnimm. One 
Step, no waitings no alteration 
to the accumulator. Worics in 
zero page, indexed and zero 
page indexed modes, too. Very 
cool. 

TXY and TYX 

I had to look this up. Hard to 

believe that it is only available 
on the 65816. Transfers the X 
index reg to the Y (TXY) or the Y 
index to X (TYX) 

BRA 

B Ranch Always. No need to 
CLC and BCC LABEL or what- 
ever. This is an unconditional 
branch. Need at least one in 
every program. . . . 

BRL 

Ah.... first of the big time in- 
structions. BRanch always 
Long. Know how you seem to be 
trying to do a relative branch 
just a teensy bit farther than al- 
lowed (more than 127 bytes 
away)? You used to have to 
land and refuel' to get where 
you wanted - sometimes more 
than once. BRL will uncondi- 
tionally branch 32 K from your 
instruction, forward or back- 
ward. No more error 10 on our 
ED/ ASM! This instruction is 

eqivalent to a JuMP relative 

great for those relocatable 
routines. 

XBA 

The 65816 is a 16 bit CPU - 
which means that the internal 
data path (the X and Y regs and 
the accumulator) are 16 bits 
wide. In emulation (6502) 
mode, these registers are forced 
to use only 8 bits, but that does 
not mean that the accumulator 



is limited to only half of the reg- 
ister. The A register is the stan- 
dard 8 bit accumulator. The B 
register is the 8 bit extention of 
the accumulator, making it 16 
bits wide when in native 
(65816) mode. This B register 
can swap its contents with the 
A register using the XBA in- 
struction. This is the only ac- 
cess to the B reg and would be 
useful when you want to save 
the value of A without throwing 
it on the stack or back into 
memory (I can already see 
where I could use this one...). 
XBA swaps the contents of B 
and A. Another XBA puts them 
back... Bubble sort, anyone? 

LDA 

LoaD Accumulator? Isn't 
that a 6502 instruction? Well,,, 
yes, it is. But, even though we 
are in emulator mode, we can 
use some of the 24 bit address- 
ing found on the 65816. There 
are the Long addressing modes 
- those using 3 byte addresses 
which work even in emulation. 
This lets your 8-bit directly ad- 
dress 16 megabytes of memory. 
J^Ia-setup is required. No control 
registers - zip. Just LDA 
$mmmmmm. Done. Even bet- 
ter, the program counter (where 
we get instructions rather than 
data) is also extended. You can 
JSL $mmmmmm. You do need 
to be careful, though. If you 
JMP up into bank 10, your in- 
terrupt is not going to know 
where you were executing (the 
stack and zero page stay in the 
first bank, however). These 
Long addressing modes work on 
a variety of istructions besides 
LDA and STA. 

There are additional instruc- 
tions that you can use on your 

816, in fact, all opcodes are now 
significant - they all execute 



something. Anyone writing 
65816 code needs to write to 
WDC for the 65816 data man- 
ual. Tell them Bob sent you.... 

Ok - lots of really neat new 
stuff in emulation mode. How 
about native (16 bit) mode? 
Well, one thing that happens to 
you in native mode is that the 
interrupt vectors get moved a 
little bit. You can't enter native 
mode without fixing that (and a 
few other OS problems....) Stay 
with emulation mode for the 
time being. Maybe some rugged 
soul will patch up the OS for us 
and then we'll all be able to run 
16 bits, native. 

So, what about the AUX 

processor? 

At the moment, I am adding 
additional memory to the FTe 

65816 processor. Using 4 SRAM 
chips, you have 512K of mem- 
ory that caii be directly ad- 
dressed by the 65816 under the 
covers of your 8-bit. It is also 
arranged in a configuration that 
will be used concurrently with 
the AUX 65816 hanging out on 
tkgPBI. For those who may 
wanTjtrst-the memory in^ 
ternal processor, you could use 
512K SRAMs (when they are 
available) and have 2mb of stor- 
age.... Anyone planning on 
14mhz in the AUX processor 
might want to keep it under 
half a meg. Too much loading 
(too many SRAM chips) may 
make the high speed CPU unre- 
liable. This is a fairly simple 
hack - turn off internal memory 
with the -EXTSEL line and gate 
all EXTENB (which means we 
are accessing memory) to the 
correct SRAM bank. More on 
this next month.... 

Bob 



January/February 1 995 



Atari Classics 



Page 29 



J 




Aicre Than Games 




Slip a 1/2 letter size drawing onto the tablet 
and use the stylus to begin tracing or draw 

freehand. Four colors, patterns, fills, 
custom/grab pattern, save/load, cut/paste, 
text, brushes, magnify, and tools. 

$12.00 ea. postpaid, 12/$100 ppd 





Home Filing manager 9.50 
Family Finances 7.00 
Timewise 5.00 

Coming Soon:Rix MicroDesk 

Ppd. Most quantities IhTTjledrtriany more 1 onlys. 




Match Wits 5.00 
InfocomiMoonmist 9.00 
Infocom.Hollywood Hyjinx 9.00 
Silent Service 5.50 
Bandits 3.50 
Ballblazer 5.50 

Ppd. Most quantities limited, many more 1 onlys 




Atari Trackball 8.00 
Composite monitor cable 3.50 
5" Disk notcher 4.00 
Deluxe cassette dual cteaner 1 0.00 
Joystick port extender 10.00 
Elementary Atari Book 6.00 
Coming Soon.Rix SpeedIO 

id. Most quantities limited, many more 1 onlys. 



■ ■ k3 L.^ lik; 
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COMPUTE! 



IVlagis alone, with disks or 
Willi copios(as available). 
$1.00-$3.50 plus shipping. 
See mai^azine list. 



lew and Previously owned Items arriving 

frequently. Send 
business stamped envelope 
for flyer or orders to: 

More Than Gaines NAC1 
$207 Griarwood Lane 

Austin, T\ 7S7J7 7642 
Email Inf o:€ompuserve 74766,1^61 



D 0 an O a r r a g h t y Software 



Let us start by explaining who we are and what we do, just in case 

you don't already know! 

Ne have been supporting the Atari S-bit since 1986. We started by 

selling software we had written. We started a PD library in 1988, 
which has now grown to around 175 double sided disks. We also 
publish commercial software written by ourselves an<i other people. 

We publish software on behalf of PPP ( Germany ) , Rambii(UK) , and 
Richard Gore. Most of these items are available to anyone, but some 
items are only sold within the UK. More on this later. In addition 
to all this, we also publish a bi-monthly magazine. This has been 
running for over 3 years, during which time we have produced 19 
issues, all of which are still available as back issues. Issues 
1-14 were produced on disk, and 15-19 were published as a printed 
magazine. We also buy and sell used software and hardware. All this 

lot keeps us very busy! 



OUR gROPOCT RAISrOE 

m P,D. LIBRMY: Our P.D. library currently stands at 175 disks, most of which are doubh sided at no eitra cost. As a-?ery 

special offer to readers, disks will now cost just $2.00 each (1-9), or just $1.50 each for 10 or more. Just add 10% 
(miniiDua $4) for shipping. Our full range of PD disks is listed in our catalogue (see later). 

Uigi-Studio: Our digitized sounds and music package. Everything needed to create and play your o»n tunes usiflf digitiied sounds! 
Loads of sounds and xeady-to-play tunes are supplied. Comes on 2 DS/SD disks with a 44 page manual. US price; $15.00. 

fi5iw5ter; I my advanced tape-to-disk utility. US price: $15.00. 

Print-Filer: Too hard to explain here! See the catalogue for details! US price: $15.00. 

hiien Blast: A version of Space Invaders for light gun users! Heeds a light gun to play. US price: $15:00. 

demo Haker: Create your own pictures and add scroll lines and music. US price: $12.00. 

Ha^ie Games 1: Two re-released Sierra-on-Line games released as one pack. Get the two classic games Jawhfeaker and 
Mousekattack for just $20. -V, 

Hevs'disk pack Mil ^ti ^\\ 14 disk?;iased tact issues of our mapiine far just $20 the lot! 

Kevs'Paper pack 15-19: Get all 5 paper-based back issues of our magazine for the VERY special price of $10 the set! 
A 4 issue subscription to the News-Paper costs $21 to the U.S. 

Raitibit furboloader kits: Ever wanted faster tape loading? Here's your chance. The Rambit TurboLoader kit is a solder-in unit 
which will increase tape loading speeds to 6 times faster than normal! Just convert your tapes to TurboLoad format using 
the software supplied, and away you go! Pull fitting instructions are supplied. US price: $30. 

ME: We also stock most Power Per Post products, including QUICK, S.A.M, some games, and more. However, our license only 
applies to the UK, so we can't sell them outside of the UK. Sorry about this!! 

For our full catalogue, send $5 or 3 IRCs. All prices quoted include Air 
Mail shipping to the US (except PD disks). Payment should be made by sending 
CASH in US$ along with your order. Do NOT send Money Orders made put in US$. 

We can-t cash them over here! IMOs in UK£ Sterling are acceptable. Simply 
halve all US$ prices shown to get the correct amount in UK£. 

D.G.S, 62 THOMSON AVE, BALBY , DONCASTER, DN4 ONU, ENGLAND. 
Phone: +44-302-855-026. E-Mail: dxl07@cleveland. f reen^t . edu. 



Before going any further, certain people are advised not to read this book. If you 
have easily hurt feelings and are also a politician, lawyer, computer salesman, 
environmentalist, diabetes education nurse, doctor, programmer, writer and/or 
wife, kindly cease reading immediately! 



So begins the foreward to this amusing book. And he's not kidding! If you are a diehard 
8-bitter, however, you need some laughs. Get them here! 

Humorous articles by Gordon E Hooper about your favorite computer ^nd other 
subjects) are now all in one booklet! 

Articles have appeared in New Atari User, STLOG, Paget Sound Atari News, Current 
Notes, Pacific Yachting, WestCoast Boat Journal and This Week magazines. 




In USA send oiily$6.99 US 



In Canada send only $7.9^ CDN 






Yes! I need a laugh! Rush 8-BITS FOREVERl to: 

NAME: 

STREET: , 

QTY: 

COUNTRY: 

POSTAL/ZIPCODE: ....... 

SEND MONEY ORDER TO: 

GFH Marketing 253 R^ina Av«. Victoria, BC Canada V8Z U6 

Photocopy this coupon and save your Atari C/assics magaanei 
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Improve the feel of your 130XE keyboard uuith 

this welcome upgrade 



BY JACK LEA 

Atari made a fine computer 
when they made the 130XE — 

YES, and NO. YES, the com- 
puter is the best 8- BIT com- 
puter there is. In fact it's my 
favorite model of the 8-BIT se- 
ries, but when it comes to the 
keyboard the answer has to be 
NO. Whoever was in charge of 
the keyboard design failed to 
give it the crisp response you 
would expect from a keyboard. 
When you press the keys on the 
keyboard of the 130XE Com- 
puter it's like pressing down on 
mashed potatoes.I've been us- 
ing my 130XE for sometime 
now but I just can't get use to 
the soft feel of the keys, espe- 
cially after using the great key- 
board of the 800XL. So one 
night after typing a long story 
for the FRANTIC Newsletter I 
had had enough* of the missed 
keys and the unsure feel of the 
mushy keys on my 130XE. I re- 
membered that Best Electronics 
(a mail order source for the 
Atari Computers in San Jose, 
California) had a keyboard up- 
grade for the 130XE in their 
catalog. So quick as a wink I 
sprang to my treasure chest, an 
old beat-up cedar chest. It is 
full of Atari magazines and 
other information that I have 
collected over the years on the 
Atari computers. .1 started look- 
ing in my cedar chest of 



magazines for my Best Catalog 
and sure enough ttiere it was a 

loose leaf flyer sticking out of 
the pages of the catalog. The 
"eatA[^ flyer proudly staliiig^ 
"Love your XE Computer? Hate 
your keyboard? Then have we 
got mk jmsm^t iot^you". It's 
called the ^TT" Touch. 

RIGHT VERSION OF THE 
KEYBOARD 

The flyer said that there were 
two versions of the keyboards 
for the 130XE computers but 
only one of the keyboards will 
accept the "TT" touch contacts. 
You can tell which version of 
keyboards will accept the "TT" 
touch contacts because it will 
not have a spring under the key 
caps. Also the off-white key 
plunger will be about a 1/4" in 
diameter with a locating pin at 
12 and 6 o'clock positions on 
the inside of the plunger itself. 

WHERE TO ORDER THE "TT" 

TOUCH 

The article quoted a price of 
$29.95 + 4.00 postage for a to- 
tal of $33.95 to be sent to BEST 
ELECTRONICS, 2021 The 
Alame4a Suite 290, San Jose, 
CA. 95126. So off went my 
Winn Dixie Money Order to 
Best Electronics and in about a 
week and a half .here comes a 
small package in the mail. I 



opened the brown envelope to 
find an even smaller plastic 
package inside containing little 
red Silicone pads. I don't know 
what I expected for my $33.95 
but certainly some kind of 
hardware more impressing than 
this. The "TT" Touch is a bag of 
replacement silicone cups with 
a conductive disk in the center 
that makes contact with the 
printed circuit board (PCB). 
They were designed tp provide 
more resistance and a crisp feel 
to the keys 

PREPARE THE WORK AREA 

"Oh well", I said to myself, 
"don't jump to conclusions just 
yet; if it does what it's suppose 
to do then itll be well worth the 
price" .So I set about the task of 
installing the "TT" Touch con- 
tacts. First thing I did was to 
lay a towel, a couple of bowls, 
and two blocks of wood (l"x 2") 
on the kitchen table where I 
will be working on the com- 
puter. The bowls by the way 
will be for the parts that I take 
off the 130XE and for the parts 
that I will be replacing. The 
blocks of wood will be to sup- 
port the computer up off the ta- 
ble, and the towel was to keep 
the screws and parts from roll- 
ing away. By the way the only 
tool that I will need for this up- 
grade is a #0 Phillips Screw- 
driver. The next thing I did was 
to r^ad very carefully the brief 
instructions on the cardboard 
label that was attached to the 
plastic bag. Inside the plastic 
bag were 62 new and improved 
high grade red Silicone con- 
tacts. Sixty- two, that's great, 
that means there will be 
enotigh for Function Keys also. 

INSTALLATION 

.} ' ■ 

I turned the computer up- 
side down on the two support- 
ing wooden blocks (disk boxes. 
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ATARI 8-BIT SUPPORT FROM RICHARD GORE 



ARENA The full 50 level version of the excellent puzzle game that was a demo bonus on 
Page 6's issue 66 disk. Price: £5 ($10) XL/XE Disk only. 

BUBBLE ZONE A fast blast em set on a grid being invaded by ever expanding bubbles. 
Collect the tokens and see how far you can advance. ^ Price: £5 ($10) XL/XE Disk only. 

JAWBREAKER Classic maze game based on Pac-Man, munch the sweets but don't forget that 
dental hygene! Two different mazes supplied which were originally separate games. 

MOUSEKATTACK Another classic maze game, but this one involves you plumbing all the 
levels of Rat Alley. Addictive arcade action with a simultaneous two player mode. 

Jawbreaker and Mousekattack are available separately for only £4.50 ($8) each or as a 
double pack for only £.6 . 9 5 ($13). They are available on disk, tape and Rambit 
turbo tape, please state which when ordering. 

GATO High quality submarine simulation. Supplied shrink wrapped in their original 
packaging. Limited stocks priced at £6.95 ($14) on ROM cartridge. 

YORICY 2 5^K: plug in memory upgrade with manual and support disk. Very few 
units left. Hurry this could be your last chancel 
Price: £50 ($90) +p&p (UK £2, EC £3.50, world £5) 

Thanks to a bulk purchase I am able to offer the following disk software titles for 
£4.75 ($10) each, any two for £8.50 ($17) or any three for £13 ($26). Stocks are 
limited and may not be replaced and are offer^4 on a first come first served basis. 

GORF - classic Space Invaders clone. XL/XEs require a translator disk. 

HALLEY PATROL - a must for any astrology fan, enables you to chart Halley's comet (past 
and present). Also includes a descriptive slide show.. 



SERVICE - top class submarine simulation, great graphics 



SILENT 

SUMMER GAMES - take your Atari to the Olympics, great fun. 

TAXICAB HILL ~ classic game, you take contoi of a taxi, accept the phone calls and 
collect your fares but watch out for other traffic. 

WINTER CHALLENGE - US release of Tynesoft's Winter Olympiad. Fantastic graphics winter 
sports simulation. 

All software prices include p&p to UK, overseas please add £2 per order unless 
otherwise quoted. Payment by cash, cheque (payable to Richard Gore) or IMO. Prices in 
dollars are for USA customers and include shipping but payment must be m US dollars 
cash, preferably using registered post! You may order from:- 

RICHARD GORE. 79 SPROTBROUGH ROAD, SPROTBROUGH, DONCASTER, DNS 8BW, ENGLAND 

Plus coming soon. new software from Germany, a Replay compatible sample sequencer 

and much more. Keep in touch tor the details. 

SPECIAL NOTE Will Bill Kendrick (kendrickC^vax.sonoma .edu) and Mr Slackey 
(slackey01ightstream.com) please get in touch with mm at the above address with regards 
to the software we were discussing in June. 




Of course, this could never happen at YOUR 

house..... right? 



(7T Toudi continued^ 

books, etc.) one on each edge, 
left and right of the keyboard. 
The reason for this is so the 
keys wont touch the table and 
thereby push the keys out of 
the keybom'd when the com- 
puter is tsflren apart. With the 
computer in this position I used 
my #0 Phillips Screwdriver to 
remove the four screws that 
holds the computer case to- 
gether. Then, I lifted up the 
back of the computer and care- 
fully laid it over out of the way 
without removing the ribbon ca- 
ble. Next, I unscrewed the 
eighteen screws from the metal 
backing plate. I lifted up the 
metal backing plate and the 
double layer of Mylar. * * Note * 
*, pay very close attention to 
how the double layer of Mylar is 
in place before you remove it. 
The Mylar has to be in the right 
position or the contacts will not 
make contact with the printed 
circuit board (PCB) * *. You will 
now see the old blue or green 
silicone contacts on the inside 
key plunger cavities. * * Note * 
*, at this point you might want 
to use a pair of tweezers to re- 
move the blue or green contacts 
* *. It's nice that the contacts 
are two different colors; the old 
ones are blue or green, and the 
new ones that you will be put- 
ting in are red. Now, replace 
each one of the green or blue 
contacts with one of the New 
Red 'TT" Touch contacts. Plac- 
ing them in the round key 
plunger cavities with the black 
dot facing up at you. Now, re- 
verse the procedure you used to 
disassemble the computer and 
— Wah-la. You now have a key- 
board that vrill give you the feel- 
ing of confidence that you need 
when typing. 
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»¥ JACKIE 

Sitting here looking at my 
reflec^H m the Uai^ monMsr 

screen, f can see my face turn- 
ing red as I think about what 
happened last night. It all be- 
gan when I and a few members 
of my user group, the A.C.F., 
began programming a special 
program to be sent by way of 
telecommunication to prospec- 
tive new members. The pro- 
gram was to be an application 
form for membership into the 
A.C.F. (Atari Computer 
Federation). 

We almost had the program 
finished when Henry, the owner 
of "Henry's Chicken Shack", 
where we have our monthly 
meeting in the back room, came 
to the doorway and said "I'm 
sony boys but tonight you fel- 
lows are going to have to shut it 
dovm. I've got to go home early, 
some of my kinfolk are coming 
over to the house . "Oh man! ! 
we all said in unison "just one 
more hour". "No", came a deter- 
mined refdy while at the same 
time snatching the wet dish 
towel off of his heavy shoulder. 
Art Conrad^ the president of our 
group, looked at each one of us 
and asked, "OK, any ideas what 
we should do now"? After a 



l»ief debate amongst pur 

selves, no one came up with 
any ideas. So I said with bra- 
v^o "Lets go to my house; we 
can finish the program on Os- 
car (the name for my beloved 
1200XL computer)". 

I think this group knows if 
they wait long enough without 
volunteering that I'll end up 
taking on the job that has to be 
done. So we packed up all our 
gear and took off into the night 
in the direction of my house in 
a dozen cars. I could see the 
neighbors porch lights all pop- 
ping on as our cars pulled up in 
fi^nt of my house. I thought to 
myself this looks like a swat 
team pulling up in the middle of 
the night for a drug bust. I got 
out and waved to all the mem- 
bers to come on in and told 
them to make themselves at 
home. 

While they settled down in 
the living room, on the couch 
and in chairs, I went into the 
kitchen for a round of Chex 
Diet cokes for everyone. After 
about 15 minutes Art said "H.J. 
(that's me. Hacker Jack), it's 
getting late. ^We better get 
started on that program before 
it gets any later". "Where's your 
computer gear setup at?", Art 
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said as he glanced about the 
living room. "Oh it's in the bed- 
room, ya'll come on back", I said 
as I started for the back bed- 
room. "Whoo, just a minute 
H.J. Where's you wife at". Art 
said. Oh she's asleep but if 
we're careful we won't disturb 
her. 

So with that they all looked 
at each other, shrugged their 
shovdders, and followed me into 
the bedroom. I stopped at the 
bedroom door and said in a low 
tone, "Shuu, now just let me 
open the door and check to 
make sure she's asleep". Doug, 
who was right behind me said, 
"What's that noise"? "Oh she 
sounds like that sometime 
when she first goes to sleep", I 
said irx a reassuring way, "she'll 
stop after a while, ya'll come on 
in it's OK". 'We made our way 
past the bed where the lamp on 
the night stand illuminated my 
sleeping princess while she laid 
there snoring .1 sat down in my 
computer chair and booted up 
the program that we had been 
working on at Henry's Chicken 
Shack. 

After about two more hours 
we all felt that the program was 
about as fine tuned as it was 
goix^ to be. So I turned off the 
master switch on my console 
and powered down my 1200XL, 
and decided to call it a night. 
Bill, another group member, the 
one that I find hard to tolerate 
because of his pushy ways, 
reached to turn off the light at 
the same time as I was reaching 
to turn it off. It seemed like 
time stood still as I watched in 
horror while the lamp slowly fell 
off the desk top and crashed to 
the floor, exploding like a bomb 
going oflF. After that, everything 
seemed to happen so fast. 

First whiskers, our cat, who 
had been pea^ftilly sleeping at 



the foot of the bed sprang 
awake with a scream like an 
Irish Banshee with every hair 
standing on end. Jumped up 
and ran for the door. The poor 
animal was so frightened that it 
ran smack into the closed door, 
knocking itself out cold. 

Then my wife woke up and 
that's when things took a tum 
for the worse. You see with the 
uneasy times we've been having 
in our nation, I had decided a 
few days ago I would go to 
George's pawn shop and pur- 
chase one of those new pepper 
spray cans that is suppose to 
be more powerful then Mace. I 
wanted the most bang for my 
bucks so I got the hiker and 
camper model. George said, 
"Boy this one will knock down a 
grizzly in his tracks at twenty 
feet". So naturally that's the 
one I got. Well anyway after my 
wife gave out with two hoots 
and a holler she reached for 
that pepper spray can and 
blasted away at all us intruders 
in her bedroom. 

In the panic I forgot that I 
lived there and was just as big a 
hurry to get out of there as eve- 
ryone else was. Red slimy mist 
swirled about our heads as my 
wife kept her finger hard on 
that spray can button. By the 
time we got out of that bedroom 
we couldn't see or breath. It 
sure seemed like a long, long 
way to that front door. We 
came out of that house like 
crazy men, which by then I 
think we were. We went off the 
porch, onto the lawn, fell on the 
ground. 

We were rolling around all 

over the place trying to get a 
breath of fresh night air. My 
eyes were burning, my nose 
was running, my throat was 
burning, I couldn't see. I was 
now starti^ to hear a h^h 



pitched sound in my ears. Man 
how many difS^rent effects does 
this pepper gas^use a person. 
The next thing I knew some 
kind soul was helping me to my 
feet, and that's when I realized 
what that high pitched sound 
was. It was police sirens. The 
neighbors had called the police 
wfayen they had heard all those 
screams and hollows in the 
middle of the night, and that 
kmd soul that was helping me 
up turned out to be one big 
policeman. 




I finally managed to explain 
to the oflEcials what had hap- 
pened and they let us go with a 
stiff fine for disturbing the 
peace. I'm now doing my com- 
puting out here in the tool shed 
with Mojo, our dog, he seems to 
be happy I'm out here with him. 
Uh, am glad some body's glad 
I'm around. I wonder If after 
this incident if I'm still in the 
computer club; uh, I wonder if 
I'm still married. 
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Order HOrUNE #(612) 462 -2500 

ANSWERS) 24 HRS/DAY WITH VOICE MAL MESSAGE SYSTEM 



Vour source for classic 
ATARI games and systems 




We $|^ecialize in the ATARI 
2600, 5200; 7800 and the 
8-bit computer systems. 



ATARI 



Call us for cartridges, disks, 
joysticks, power supplies, 
switch boxes, and morel 



IVe even repair your 5200 
joysticks! 



SOFTWARE NEW IN BOX 



140 titles for the 2600 
30 titles fer the 5200 

50 titles for the 7800 

200 titles for the 8-bit 

400/800/130 XL/ 
XE game systems. 



iVe ship UPS CCD. anywhere in USA!!! 



USED ATARI 8-BIT EQUIPMENT 



Those of you who subscribed to the old Atari Qassics are familiar with the Atari 8-bit equipment 
I sell. Most of the following equipment is used but in good working condition (guaranteed). 
All equipment comes with the necessary cables and power supplies, as applicable. 



Disk Drives 

1050 ....$35 

1050 (new in box) ....50 

1050 (not wofking)........... 20 

XF551 60 

XF551 (not working) 25 



Parallel Printgf Mff^rf 

850 20 

Ass't imits, such as Ape Face 20 



Computers 

600XL 20 

800XL .30 

65XE. 30 

65XE (new in box) 50 

130XE Call for availability 

Joysticks. 3 (2 for $5) 

Printers (9-pin). ..>Miscellaneous bfaiicls~$40. 

Call for availability 



N^onitors-13" Color 



Amdek 300... 65 

Commodore 1802... 65 



Shipping is by UPS. Shipping cost is exfra and depends on item and zip code. Items can be sent 
CO.D. for an additional cost of $4.50. 



David Aionson 
2911 BreeHill Road 
Oakton, VA 22124 
(703) 620-6183 



NEXT 




DUE: MAY 1 





European software reviews 
from r.W.A.lJ.G 



TIDER OEUELQPncnTS" 
PRCSCnTS: 




PHDCHfln:nEIL OTTflUflH 
CRRPHICS: ROBERT STURHTi 



Ben Poehland has been 
tinkering with disk drives. 



And.... more good stuff. 



New software from the far corners 
of the Universe 









BOLT'S Electronics is ime of the largest Factory Authorized ATARI 
Service Centers in the Western U.S., and has been servicing ATARI 
Computers and Disk Drives for over 14 years. We sell and service 
ONLY ATARI computer equipment and are equipped to service the 
ATARI 8-bit systems and 520 and 1040ST computers and disk drives. 



Due to Trade-In or Upgrades, "USED" 8-bit and ST Atari Equipment 
occasionally becomes available. This equipment is fully re<onditioned and 
said with a New Unit Warranty. Call for Price and Availability! 



Average Repair Charge For 8-bit Computers 
and Drives is $35 (Parts & Labor) Plus Shipping 




/ 





SSLQ Thornwood St. • Simi Valley. CA 
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for 130XE (or equivalent upgrade) owners! , 

NEW ChromaCAD™ 3-D MODELER! 

NEW PACKAGE! LOW, LOW PRICE! 




PACKAGE INCLUDES: 

• ChromaCAD"' 3-D Model Builder Program 

• ChromaCAD'** Model Surface Shader XE 

• ChromaCAD"' Printer, Mover Utilities 

• ChfomaCAD"' Examples Disk 

• 3-D STEREO GLASSES 



$ 



49 



95 



TOTAL PACKAGE PRICE 



PUcber, rendered!^ 
MODEL BUILDER 

(TV Screen Photo) 




^mte PUcber ^rmn^dered 
by SIMFACE mADER 
(TV Screen Photo ) 




Space ship, 

5 cluster rockets 

(TV Screen Photo) 



ChromaCAD 3-D MODEL BUILDER program 

With the ChromaCAD"' MODEL BUILDER proyam, you can 
build any 3-D Model you can dream of. You merely start at the b^- 
tom and draw the contour lines of the model as you work your way 
up. Add surface cotors to the model as the lines. Vtwi de- 

cide how many contour lines to use for each model (up to 158). 
Huge scrolling graph allows you to draw contour lines as detailed as 
ymj want Computer-assisted drawing of lines, circles, arcs, ellipses. 

With this program you will be able to construct unbelievably de- 
tailed 3-D models. The MODEL BUILDER program reflects a new 
breed of 3-D modelers - completely free-form sculptured-surface - 
no "extrude" or "sweep" tool limitations. You will be able to construct 
models of human heads so accurately that, when you display them 
with the ChfwiaCAD SURFACE SHiM>ER XE program (described 
below) you will be able to recognize the subject from the model ! 
(See the photo of an actual bust and the 3-D model renderings. The 
bust mo del is one of the models included free on the "examples" 

^'^^ ) I ChromaCAD '' SURFACE SHADER XE program 

The GhfomaCAD^" SURFACE SHADER XE program^ 
can display any model constructed by the MODEL 
BUILDER program in surface-shaded format from any point 
of view, using up to three lights. Lights can be individually 
varied in intensity and individually set to strike the model 
from any dirwtion. Models can be displ^^d in a variety of 
modes, including 3-D stereo. Colors can be reassigned in- 
stantly 

Up to ten models can be combined to produce one 

scene, (airport model, airplanes, cars etc. combined) Also 
negative, mirror and stepped-tone rendering, automatic clip- 
ping, highlighting, and inside viewing of models. 




Oose up of chts^rrocki^ 
from the top 
(TV Screen Photo) 



C^hromaCAD Printer, Mover Utilities 

This collection of programs allows you to move mod- 
els between disks and print fully shaded models (color 
tool), using any Epson/Panasonic/Star/IBM or compati- 
bles dot matrix printer. Even prints stereo pairs (for view- 
ing models in stereo with a mirror). Now includes "tile" 
pri{)ling. Tilee can he assembled for breathtaking detail 
and final graphic size. 



View any model in 3-D Stereo! (With included 3-D stereo 
glasses.) Watch models virtually jump off the screen! 



Entire Package.... 49.95 (Illustrated Manual Included) 
CaM:.......20t 767-391 3 (Visa/Mast^ 

Write: Palette Imaging Inc. 

47 South St. NonA/ood,.N,J. 07648 
I nternet. . . . ltsMarver@aol.com 
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3-D model rendering 
(TV Screen^ PboH^) 




3-D Model R^ideim^ 
(TV^t^^em Pb0to) 





3-D Model Rendering 
(TV Screen Photo) 



